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Avalon Hill Philosophy Part 76 



A great deal has transpired since you received 
your last GENERAL. Despite our apparent sloth, 
an image undoubtedly brought into sharper 
focus by the seemingly ever- worsening record of 
late delivery of the magazine, we've been busier 
than the proverbial one-armed paper hanger. 
This issue's philosophy will be restricted solely 
to the recent goings on. 

The biggest news is the "great deal" re- 
ferred to in our opening double entendre. Avalon 
Hill has just bought the entire Heritage Battleline 
series of wargames lock, stock, and barrel. 
Heritage, which has recently reorganized under 
new management, decided to concentrate sole- 
ly on the miniatures end of the hobby and 
therefore sought a buyer for their line of board- 
games. Avalon Hill made the best of many offers 
for this fine line and hopes to cooperate with 
Heritage in the future on joint ventures such as 
the promotion of a line of SQUAD LEADER 
miniatures. The acquisition should prove to be a 
great deal for both parties. Avalon Hill will get 
some excellent proven designs to redevelop (in- 
cluding the excellent AIR FORCE/DAUNTLESS 
series which filled a long awaited need on our 
shopping list for a WWII tactical air gamel while 
Heritage will benefit from the increased cash 
flow from the sale itself and the ensuing royalties 
from our larger market. The hobby in turn will 
benefit from both companies getting a chance to 
do what they do best and the prospects of closer 
mutual cooperation in future projects. 

At this writing, it is still too early to tell exact- 
ly which of the Battleline games will make the 
transition to Avalon Hill packaging and which 
will be discontinued after the present Heritage 
stock is exhausted. Our long range plans are to 
cull the best of the Battleline games for Avalon 
Hill redevelopment and new art treatment while 
allowing the lesser games to go the way of all 
flesh as existing inventories are exhausted. You 
can help us in this selection/redevelopment 
process by your feedback. If you have any com- 
ments or questions on any of the old Battleline 
games, please take the time to write us about 
your experiences. We would like your comments 
on play balance, typographical errors, rules 
omissions, contradictions, ambiguities or overall 
suggestions for any of these games. All we ask is 
that you place all of your comments pertaining to 
a single game on a separate sheet of paper from 
any other correspondence. Be sure to include 
your name and address with each page or pages 
pertaining to a single game. If you wish to 
receive answers to your questions include a 
stamped, self addressed envelope for each 
game you submit questions on. Do not enclose 
Battleline questions or comments with the same 
envelope/paper as other questions for Avalon 
Hill games or general correspondence. We will 
eventually answer all game questions accom- 
panied by a self addressed stamped envelope for 
those games which we reprint. Those which are 
discontinued will, in all probability, not be 
answered. 

We hope that many of you will find the time 
to take part in this program. One of the reasons 
many Avalon Hill games are so well thought of is 
our strong reliance on out-of-house playtests 
which tend to uncover the majority of rules prob- 
lems before publication. The success of these 
"blind" playtests can be measured by the com- 



parative rules failures of those titles rushed into 
print without one (witness THIRD REICH and 
MAGIC REALM 'for example.) This is a chance for 
those of you who were shunned in our earlier 
playtest group selections to prove that you 
shouldn't have been overlooked. Those who 
prove their worth as playtesters may be invited 
to participate in a critique of our revised editions 
or other playtests and earn a free copy of our 
revised edition in the process. Besides, where 
else can you get your Battleline game questions 
answered? 

In the meantime we have existing limited in- 
ventory on nine of the 1 6 Battleline games in 
their Heritage format. Those wishing to acquire 
these Battleline editions while supplies last may 
do so by ordering them now by mail from Avalon 
Hill at the following prices. You may use your 
GENERAL postage coupon or add 10% for 
postage and handling costs. 

FURY IN THE WEST 
(The Battle of Shiloh) $10.00 

ARMOR SUPREMACY 
(Tank Design Card Game) $ 7.00 

TRIREME { Ancient Naval Warfare) . $14.00 

SAMURAI 
(PowerPolities In Feudal Japanl .. $13.00 

ALPHA OMEGA 
(SF Spaceship Battles) $13.00 

MACHIAVELLI 
(Renaissance PowerPolities) .... $13.00 

VIVAESPANA (Spanish Civil War) . $ 9.00 

NAVAL WAR 
(Warship BattleCard Gamel $ 9.00 

FLA T TOP 
lAir-Sea Battles In The Solomons) . $15.00 

These games are listed in descending order 
of our quantities available. Not all of these titles 
will be reissued in Avalon Hill packaging so their 
availability here may be your last chance to add 
them to your collection. More detailed adver- 
tisements for those still in stock at that time will 
be placed in the next issue. 

The other Heritage Games which we seek 
feedback for are: DAUNTLESS, SHENANDOAH, 
AIR FORCE. OBJECTIVE ATLANTA, CIRCUS 
MAXIMUS, and the AIR FORCE/DAUNTLESS 
Expansion Kit. 

The arrival of the Battleline games was not 
the only noteworthy happening around here of 
late. Noted Avalon Hill designer Randall Reed 
resigned to take a position with the government 
designing conflict simulations for the Marine 
Corps. Reed designed RICHTHOFEN'S WAR, 
1776, CHANCELLORSVILLE, and STARSHIP 
TROOPERS during his 7 plus years at Avalon Hill 
as well as developing PANZER LEADER, 
TOBRUK, and AIR ASSAULT ON CRETE, His 
latest project, Avalon Hill's first monster game, 
THE LONGEST DAY which has been under 
design for the past two years, will be finished on 
a free lance basis and should be available early 
next year. 

The Avalon Hill stable of designers remains 
full, however, with the recent employment of 
noted designer Kevin Zucker; previously 
associated with SDC. SPI and 0SG which by 
unofficial count gives him the undisputed record 
for employment by wargaming companies. His 
credits include: NAPOLEON'S LAST BATTLES, 

Continued cm P/>. 32, Col. I 
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The Magical Mystery Tour 



By Richard Hamblen 



Here is a pretty problem lo perplex a game 
designer: how do you capture the magic of fantasy 
literature in a game? Games and books can both 
present stories but they cannot possibly present 
those stories in the same way — and the thing that 
makes fantasy literature come alive is the way it is 
told (the details; the depth and the descriptions of 
remarkable characters striving to cope in fantastic 
worlds}. Fantasy exists only in the telling and is 
built entirely of skillful storytelling tricks and look. 
It' games by their nature have different tricks and 
tools, then it is almost a contradiction in terms to do 
a game that captures the essence of fantasy. If you 
don't believe there is that much clash between 
games and fantasy, consider these examples. 

First, variety. No matter how many times you 
read a book, it doesn't bother you that it turns out 
the same way each time (in Tact, it would bother you 
considerably if it turned out differently each time 
you read it). But you expect to play a game 
repeatedly, and you would be utterly outraged if it 
automatically turned out the same way each time 
you played it. In a book the hero may be portrayed 
as making decisions but, in fact he follows only one 
path of adventure. He may have the choice oT join- 
ing a caravan bound for danger, leading an outlaw 
band, or seeking some lost treasure in the wild 
jungles, but he does only one of these and the others 
are mentioned only in passing. In a game the hero 
may want to change his adventure from one game to 
another and different heroes may want to do dif- 



ferent adventures in the same game. So, in the 
game, alternate adventures have to be constructed 
and presented. 

This is a major headache because of the second 
problem: detail. Fantasy adventures capture in- 
terest because they are explained in enough detail to 
make the experience seem real and lo account for 
the hero's thoughts and actions. Books can do this 
because only one adventure is detailed and the nar- 
rative can handle that quite nicely. In a game all 
possible adventures have to be detailed without 
much narrative [after all, you want to play a game, 
noi read it). 

Fantasy games do have one advantage, but it 
just leads to the third problem: creating a fantastic 
world. Games can invoke a whole fantasy world in 
detail just by mentioning a fantasy world that has 
been carefully fleshed out in literature. After all, 
the people who buy fantasy games have almost cer- 
tainly read fantasy fiction first. The catch is that the 
fantasy book has fleshed out the world from only- 
one vantage point, [f nobody ever goes to look on 
the other side of a hill, there is nothing there. In a 
game the world has to be filled out from all possible 
vantage points, so the whole world has to be built 
right down to the nuts and bolts. Games based on 
particular works of Ttction have an advantage here 
because only the parts of the world that are in- 
teresting in the book have to be built in. A game 
about adventure fantasy in general, a game such as 



MA GIC REALM, has lo include all the aspects that 
are present in adventure fantasy generally or it does 
not invoke its world. 

The headache is becoming gigantic, and there is 
yet a fourth problem: surprise. You get the most en- 
joyment out of a fantasy book the first time you 
read it because fantasy (like all forms of story- 
telling) relies heavily on surprise to entertain its 
readers and to create the illusion of real ex- 
periences. A game that entertains like fantasy each 
time it is played must therefore be able to surprise 
its players with unforeseen developments even after 
they have played it many times and have become 
familiar with its mechanics. (If being surprised by 
something that is familiar is not a contradiction in 
terms, 1 don't know what is.) In this case, a game 
based on the book is at a fatal disadvantage. If the 
game contains only the things that are in the book 
then it can hardly surprise you after you have read 
the book, and if it surprises you with things not in 
the book, it is hardly about the book. Fortunately, 
adventure fantasy generally is so full of variety that 
a game can be based on it and still provide surprises, 
but only if it can keep the players from becoming 
completely familiar with everything that can hap- 
pen. Here the very size and complexity of a general 
fantasy game becomes a key advantage. All the 
poor game designer has to do is to build a world 
with all of the variety and diversity of adventure 
fantasy. 

Ouch. 
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Tactics: The Dwarf threatens to use a T strength FIGHT to inflict 'Max- 
imum' damage regardless of armor, but his slowness forces him to rely on 
matching the Captain's maneuver direction to get a hit. The Captain 
threatens to inflict Heavy damage thai kills if it avoids the Dwarf's helmet, 
so he needs to destroy the helmet or make an undercutting attack that 
avoids the helmet. 

The Dwarf's fast DUCK avoids being undercut and forces any attack 
that matches his direction to hit his helmet, but his lack of other fast 
MOVES makes him predictable — he must DUCK, so the Captain can en- 
sure a hit each Round by Smashing. The first Smash will destroy the 
Dwarf's helmet and the second will destroy him (the Captain's attack will 
be resolved first each Round because his FIGHT is faster) so the Dwarfs 
only hope is to hit by matching directions on the first Round. He should run 
and the Captain should play a MOVE to stop him each Round. 
First Round 

Encounter step: Captain plays 'MOVE M5' to stop the Dwarf from run- 
ning away. 

Melee step: 



Comments: The Captain could not play his 'MOVE M5' in the melee 
because he had already played it in the encounter step. He needed the 
mo strength FIGHT to inflict the Heavy iJlitiuiijl' to ttestfOJ the helmei 
with one blow. 



Second Round of Combat 

Encounter step: The Captain plays 'MOVE M5" to stop the Dwarf from 
running. 



Melee step: 

Dwarf 

Attack: Axe, FIGHT T6* in 
Smash 



Captain 



Maneuver: DUCK T3* in Duck 



Dwarf 

Attack: Axe, FIGHT T6« in 

Swing 
Maneuver: DUCK TJ* in Duck 



Captain 

Maneuver: Shield, MOVE M4* 

In Duck 
Attack: Sword, FIGHT M4* in 
Smash 



Determining hits: The Dwarf's attack misses and is removed, the Captain's 
attack hits by matching directions (his Smash matches the Dwarf's Duck) 

and remains. 

Resolving hits: The Smash attack hits the Dwarf's helmet and inflicts 
Heavy damage ('L' weapon weight plus one level for sharpness and one 
level for playing an overstrengih FIGHT), destroying the helmet. The 
Dwarf wounds a 'FIGHT T5"'. 

Fatigue: Each character played one MOVE asterisk and one FIGHT 
asterisk so each must fatigue one MOVE or FIGHT counter. The Captain 
chooses a 'MOVE M4*', the Dwarf chooses a 'FIGHT H5" 



Maneuver: Shield in Duck, no 

MOVE 
Attack: Sword, FIGHT M3" in 
Smash 
Determining hits: The Dwarf's attack hits because the Captain played no 
MOVE and the Captain's attack hits by matching directions. Neither at- 
tack is removed. 

Resolving hits: The Captain's attack has the lower FIGHT lime so it is 
resolved first. It inflicts Heavy damage equal to the Dwarf's vulnerability, 
so the Dwarf is killed and his attack is removed before it is resolved. 

Fatigue: The Captain played two FIGHT asterisks so he must fatigue a 
FIGHT counter, choosing 'FIGHT H5*'. 

Comments: The Captain could afford to play no MOVE in the melee 
because he knew he had a guaranteed first kill. If the Dwarfs attack had 
been resolved it would have destroyed the Captain's shield (the first piece 
of armor it came to) and killed the Captain outright. 

Note: The readying of weapons was irrelevant in this combat and was 
ignored to keep the discussion simple. Technically, both weapons were 
unready at the start of the first Round; the Dwarf's axe was readied when it 
missed but the Captain's sword remained unready each lime it hit. The 
Dwarfs axe would have become unready when it hit in the second Round. 
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Well, that's the theory behind MAGIC 
REALM. It is meant to be a complete fantasy world 
so full of variation that the players have real choices 
to make, so full of diversity that no matter how 
many limes it is played it can still surprise you with 
its situations, and so filled with detail that the illu- 
sion of a complete world is created. All of this is 
derived from the annals and possibilities of adven- 
ture fantasy. You can ride with a caravan or warrior 
band, you can lead a campaign or build an empire, 
you can seek a fortune or a good fight, you can meet 
and deal with the nobles or dregs of humanity, you 
can tamper with dangerous magical forces. You can 
never be sure of what you will find, or what will find 
you. 

One problem with such a diverse little world is 
that it is complex, so it takes some time to master 
tactics and techniques. In fact, parts of the game 
were purposefully designed to be subtle so that it 
takes a little thought to figure out how to use them 
to your best advantage. The game is foil of little 
puzzles that need to be figured out, and each game's 
puzzles are different (I am not referring to the 
rulebook, which is an inadvertent puzzle of a dif- 
ferent sort). 

With all of these possibilities in play, 1 am will- 
ing to have a little mercy and show you how to use 
certain game mechanics; you might call it a little 
guided tour of the MAGIC REALM, with some 
observations about the dangers and opportunities 
that can befall you including some advice on how to 
escape the dangers and make the most of the oppor- 
tunities. The individual elements will be discussed 
in roughly the order they are introduced in the EN- 
COUNTERS. So, if you're only partially through 
the ENCOUNTE1RS and come to a discussion that 
sounds utterly unfamiliar, it probably refers to an 
ENCOUNTER you haven't reached yet (at least let 
us hope so). 

On with the guided tour. 

Start where the game starts, with the players 
assembling the 20 hex tiles to form the MAGIC 
REALM. Strategy begins here because the place- 
ment determines how the road net fits together, 
where caves are, what areas will be blocked by 
mountains and w-hat areas are accessible only by 
secret passages or hidden paths. The characters 
have abilities that give them advantages in different 
types oT terrain, so a player can gain an advantage 
in the game by constructing the board to favor the 
character he hopes to play in the game. Some of the 
characters' advantages are obvious. The Dwarf is 
great in the caves and rotten outside of them, so he 
would like to see the CAVES tiles placed close to 
each other so that he spends as little time as possible 
when he moves outside of the caves. He would like 
them to be centrally located so they gel in the other 
character's way. Characters who have an advantage 
in dealing with natives (such as the Captain, White 
Knight, Black Knight and the Wizard, because of 
his large number of friends) would like to see the 
VALLEY tiles containing the dwellings located 
close to each other. Characters who have advan- 
tages in certain tiles and who will work alone either 
because of weakness or special advantages should 
place their favorite tiles off out of the way, where 
other characters will not come in and mess things up 
(so the Witch and the Druid would like to see the 
RUINS off in a corner, and the Woods Girl feels the 
same way about WOODS tiles generally). The 
Wizard would like to see paths and passages get in 
the way as much as possible. Other advantages are 
more subtle. The Dwarf likes caves partly because 
he is designed to race the slow monsters there in- 
stead of the fast ones in the mountains. The 
Amazon's extra move phase allows her to hide and 
move two mountain clearings so she would like to 
see mountains blocking the board to hinder the 



other players. Characters who can take a Spell 
allowing them to fly like to make normal movement 
as inconvenient as possible, partly by placing the 
WOODS tiles where they will cut oTf sections of the 
board once they are enchanted. And so on. 

Once the board is complete, the Warning, 
Sound, Treasure Location, Lost City, and Lost 
Castle counters are scattered around to indicate 
what dwellings, monsters and treasures are in each 
tile, while the ghosts and four garrisoned dwellings 
arc placed in the VALLEY tiles. The inhabitants of 
the other tiles remain secret, although each tile's 
terrain gives some idea of what lives there; small 
animals and nomadic tribes in the WOODS, 
treasures and slow, powerful monsters in the 
CAVES, and more treasures and smaller, faster 
monsters in the DEEP WOODS and MOUN- 
TAINS. 

This information is helpful when a player is 
planning how he will approach the game. Planning 
is important because each player chooses the condi- 
tions he must fulfill to win the game ahead of time, 
and because he has a choice of how to go about 
avoiding risks and gaining the power he needs to 
fulfill these conditions. It takes planning to deal 
with the dangers and opportunities in the MAGIC 
REALM. 

The first considerations in a player's plans are 
his character's strengths and weaknesses. Each 
adventure he can undertake involves different 
tasks, dangers and rewards so a character should 
plan his endeavors to match his abilities. Once he 
has chosen his objectives, a character has the choice 
of going after them directly or going on minor ex- 
peditions to gain power first and then trying for vic- 
tory. A character can plan a whole string of adven- 
tures leading to ultimate victory. 

A player's second consideration should be for 
the cooperation, antagonism or indifference of the 
other players in the game. Characters who travel 
together and cooperate in combat and other ac- 
tivities greatly increase their ability to survive, 
search, trade and hire successfully. A whole group 
can profit from a leader's abilities and discoveries if 
they all FOLLOW him (so they move faster when 
following the Amazon, use paths and passages 
when following the Wizard and hide better when 
following the Druid or Elf), although the group 
should search as individuals. Unfortunately, greed 
and fear are powerful motives for one character to 
attack another so characters must be careful of the 
company they keep. This is a consideration that 
leads many characters to operate on their own. In 
particular, characters who are weak in combat (the 
W'itch, Druid or Dwarf) have reason to fear a strong 
character (the Elf, Black Knight or Witch King). 
The stronger character, in turn, has reason to fear 
that weaker characters will combine against him. A 
balance oT power within the group helps, but this 
balance can fluctuate wildly or vanish as the 
characters are weakened or strengthened during 
play. In addition, certain characters' powers are 
most effective when alone (the Druid's PEACE 
WITH NATURE) or at a particular location where 
others may not care to go {the Dwarf in the CAVES, 
the Woods Girl in the DEEP WOODS), which en- 
courages these characters to go off alone. The net 
result is that the Druid, Dwarf, Elf, W'itch, Woods 
Girl and Witch King often find themselves 
operating alone for one reason or another. 

Operating alone is not a guarantee against being 
attacked, however, since a character can hunt 
another down during play (a strong character like 
the Black Knight can even make a living off of hunt- 
ing down his fellow players). The system of record- 
ing moves and moving in a random order each day 
allows characters to track each other down once 
they are within a day's journey of each other, since 



a pursuer can record a move to the quarry's location 
(and use the extra phases to search for hidden 
enemies, if the quarry is hidden). If the pursuer 
moves first and rolls successfully, the quarry is 
caught, and even if the attempt fails, the quarry is 
still within a day's journey and the tactic can be 
repeated until it succeeds. The Swordsman can 
move first perpetually to avoid being caught (or he 
can move first to catch up each turn when he is the 
pursuer), and characters with an extra MOVE 
phase (e.g. the Amazon or any character with 
horses) can outrun pursuit with a little care, but for 
most characters the only means oT escaping pursuit 
is to duck into a path or passage the pursuer can't 
use. A character who anticipates being chased is 
wise to search and prepare a few escape hatches 
ahead of time. 

Whether a character should seek or avoid com- 
bat depends on whether he can deliver the first kill- 
ing blow. Each Round of combat is an exchange of 
blows in which each character plays a FIGHT 
counter and weapon to show the speed, strength 
and direction of his attack and a MOVE counter to 
show the speed and direction of his defensive 
maneuver. If a FIGHT's time undercuts its target's 
MOVE time then it hits. Otherwise it hits only if the 
tw'o match directions. To see which opponent has 
the advantage in combat, look at the fastest FIGHT 
counter that each is able to play which can kill with 
one blow if it hits. The character whose attack 
would be resolved first (due to FIGHT lime or 
weapon length) has the advantage. He can rely on 
playing that FIGHT counter and a slow MOVE 
counter because in an exchange of blows, his 
attack will kill first. The opponent who strikes sec- 
ond must play a MOVE counter that cannot be 
undercut and a slow FIGHT counter because if he 
can't avoid the undercut, he is lost). However, if 
this slow FIGHT counter undercuts the first 
player's slow MOVE counter then either player can 
be defeated by an undercut and the battle l urns into 
a guessing game, 1 f both players avoid being under- 
cut then the battle will be decided by who matches 
directions first. 

Striking Ihe first blow in an exchange does not 
work against armor, because the target will survive 
to return the blow (except when the attack inflicts 
'Maximum' damage). An armored character can 
maneuver so that any blow' that matches his direc- 
tion also matches the area protected by his armor, 
so only an undercutting attack from an unprotected 
area can circumvent the armor. An opponent who 
can make such an attack can ignore armor, but 
otherwise, he must first destroy the armor. If unar- 
mored, or lightly armored, he needs to undercut to 
destroy the armor quickly without being undercut 
himself. If his armor is stronger than his enemy's, 
he can play fast FIGHT counters and slow MOVE 
counters to bring on an exchange of blows to wear 
down the enemy's armor. The battle is once more a 
guessing game in which lucky blows can change 
who has the armor advantage. 

Wounds and fatigue become important as a 
character loses his counters because he loses his 
flexibility, his ability to avoid being undercut, and 
his ability to play undercutting attacks. Thus, a 
character with extra asterisks and counters will 
slowly gain the advantage in a prolonged battle. 

Some characters' peculiarities affect their tac- 
tics. Those with weapons too light to kill their oppo- 
nent or destroy his armor must use avoiding tactics 
and hope to stay alive long enough to wound him to 
death. Such is the case with unready bows which 
are unlikely to kill so their owners must rely on 
avoidance tactics until the bows are readied. 
Characters who can inflict 'Maximum' damage can 
ignore armor and use Hrst-kill tactics. The Knights 
must husband their easily fatigued MOVE counters 
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ILLUSTRATING COMBAT: Characters Against Monsters 



(Using Optional Rules 2.1, 2.3 and 2.6) 

Tactics: The Amazon's armor allows her to absorb more damage, so she 
can lei the goblins attack her; ihe goblins must 'change tactics* before they 
can wound her or damage her armor, since when lighter side up they indict 
only Light damage (theii sharpness star does nol count because 61 the 
Armor Bonus optional rule). Then the Swordsman can safely concentrate 
on picking them off. 

Note: Neither character's weapon is ready at the start of the combat. 

First Round of Combal 

Encounter step: The Amazon lets all six goblins attack her. 

Melee step: 

Distribution of Attackers 



ATTACKING NON-CHARACTERS 

(A) (B) 
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1st roll 1.2 
2nd roll 1.2,1 

3rd roll 
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Swordsman's Attack 
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2nd Roll [ 
B^s bo* (Al 

CHANGE TACTICS roll*; 
}. 6: flip mutters 



3rd Roll: auto 
pel* tea I B) 

CHANGE TACTICS rolh 
A . 4: no change 




Maneuver 

Dodge 
To Side 



Maneuver 

Duck 

Down 



Determining hits: The two goblins in CHARGE/THRUST hit by match- 
ing; the rest miss and are moved to one side o f t he sheet . The Swordsman ' s 
attack misses and is removed, his weapon turned ready side up. The 
Amazon hits by matching. 

Resolving hits: The Amazon's weapon has the greater length so her attack 
is resolved first {because it is the first Round— see the Weapon Length 
optional rule). It inflicts Heavy damage, more than enough to kill the 
goblin. The remaining goblin then attacks, inflicting Light damage (the 
sharpness star is ignored because of the Armor Bonus) which has no effect. 



Fatigue: None. 

Comments: Splitting the goblins into three groups limits the damage thai 
they can inflict in the event they change tactics and turn over. The Swords- 
man's attack will have a lime of '4'— because of his Weapon 
Time— regardless of the counter he plays, so he plays his slowest counter. 

Second Round or Comhal 

Encounter step: Amazon keeps five goblins. 
Melee step: 

Distribution of A ttackers: The Amazon places one 'L' and one 'M' goblin 

in the box 'A', one 'V and one 'M' goblin in box 'B' and the remaining 'L' 

goblin in box 'C\ 

Targets: The Amazon attacks one 'M' goblin and the Swordsman attacks 

the other 'M' goblin. 

Plays: 

The Amazon plavs a 'FIGHT M3**' and sword in THRUST and a 'Move 

M4' in CHARGE. 

The Swordsman plays a 'FIGHT L2 **' and his readied sword in Thrust. 

Rolling for Monsters: The first roll is '6' so the lone goblin from box *C" is 

placed in CHARGE/THRUST; his CHANGE TACTICS roll is T, 6' so 

his counter is turned 'M' side up. The second roll is '2' so the goblins from 

box 'A' go to DODGE/SWING; their CHANGE TACTICS roll is '5, 5' so 

they do not turn over. The remaining goblins from box 'B' are placed in 

DUCK/SMASH and roll '3. 4' to CHANGE TACTICS, so they do not 

turn over. 

Determining hits: Both the Swordsman's and the Amazon's attacks under- 
cut their target's MOVE times, so both attacks hit. The goblin in 
CHARGE/THRUST hits by matching directions, while the rest miss and 
are moved to one side. 

Resolving nits: The Swordsman's attack has the lowest time so it hits first, 
inflicting Medium damage that kills the goblin. Then the next fastest 
attack, the Amazon's, hits and kilts that goblin. Both characters' weapons 
are turned unready side up. Finally thegoblin's attack is resolved, inflicting 
Medium damage (the star is ignored because of the Armor Bonus) that 
wounds the Amazon (she loses her 'FIGHT M5') and damages her 
shield— the first piece of armor guarding the direction the goblin attacked. 
Fatigue: Both characters played two FIGHT asterisks so each loses a 
FIGHT counter, the Swordsman losing 'FIGHT L3*' and the Amazon 
'FIGHT M4". 

Comments: The characters attacked thegoblins that were most dangerous. 
Third Round of Combal 

Encounter step: The Swordsman takes one goblin, leaving the Amazon 
with two. 

Melee step: 

Swordsman' sheet 

The goblin ends up in DODGE/SWING and changes tactics. 
Amazon's sheet 

The goblins arc placed together and end up in DUCK/SMASH without 
changing lactics. 

Determining hits: The Swordsman misses and his attack is removed, his 
weapon readied. The goblin on his sheet also misses and is removed. The 
Amazon hits by undercutting; the goblins on her sheet miss and are put 
aside. 

Resolving hits: The Amazon kills another goblin. 

Fatigue: The Amazon fatigues a 'FIGHT M3**' for playing two FIGHT 
asterisks, and since it has two asterisks she 'makes change' and brings her 
'FIGHT M4*' back into play. 

Comments: The Swordsman look one goblin to lake some pressure off the 
Amazon; he was perfectly safe because the goblin could not hit without 
matching directions, which would cause an exchange of blows in which the 
Swordsman's attack would get ihe first kill because their times would be 
equal and his weapon is longer. The Amazon doubled up ihe goblins on her 
sheet to ensure she could not be hit without getting a hit. 
Fourth Round of Combat 

The characters swap goblins and kill them by undercutting. The 
Amazon killed four goblins, so she gets ten FAME and ten NOTORIETY— 
one for the first, two for the second, etc. The Swordsman gets three FAMF. 
and three NOTORIETY for his two goblins. 
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carefully. The Dwarf's DUCK counter is his only 
fast maneuver, making it easy for opponents to 
match his direction. Against most opponents he 
must just duck and hope his helmet holds out until 
he gels in a lucky blow. 

The effects of the weapon limes, armor bonus 
and weapon length optional rules are worth men- 
tioning. Weapon length and weapon times change 
who has the first-kill advantage each Round, par- 
ticularly on the first Round (when weapon length 
determines the order of attack) and each lime 
weapons hit (because they become unready), so the 
characters should change tactics accordingly. 
Readied bows gain automatic first-kill status. The 
armor bonus makes armor harder to destroy as 
heavy weapons can no longer inflict 'Maximum* 
damage, medium weapons have trouble destroying 
armor, and light striking weapons cannot damage 
full armor at all! 

A quick examination of their counters reveals 
[he tactics thai opponents should use and which of 
them is likely to w r in. An armored character has a 
clear advantage and a character with the first-kill 
advantage has a decisive advantage if he can under- 
cut and avoid his opponent's armor. If both of the 
characters are armored and/or neither can under- 
cut then the outcome will hang on lucky hits where 
the directions match. 

A character who wants to avoid being over- 
matched or to avoid swapping risky blows can 
escape by running away. His opponent must play a 
MOVE counter equal to his lowest MOVE counter 
to stop him, but the opponent's MOVE counter 
asterisks count against the opponent's two-asterisk 
limit that Round and thus prevent him from playing 
his fastest counters in combat. The opponent is 
wiser to not stop the character if stopping him 
would cause the opponent to lose Ihe battle. This is 
particularly true when the opponems are equal in 
speed and armor. If one opponent is faster he can 
stop the other at little cost but since he is weaker 
than l he other he would not want to. Rather, he 
should use his quickness to run aw-ay. 

The characters should play the game with these 
tactics in mind. A character should avoid enemies 
with superior lighting ability, and he should engage 
equal opponents only if the prospective gain is 
worth the risk. A character who can run away can 
afford to let himselT be caught by an enemy, but a 
character who cannot run away must concent rate 
on evasive tactics and hiding to avoid combat. An 
important point is that a character's combat ability 
changes as his armor is lost, his FIGHT and MOVE 
counters are wounded or fatigued, and his weapon 
is readied. This has two effects on play. A character 
should avoid battles that will weaken him severely 
(especially battles that will cost him his irrcplacable 
armor) even when he will probably win, and a 
character should prepare for combat so his combat 
ability is at maximum strength when combat 
begins. He should rest to recover wounded and 
fatigued counters, and characters with bows (or any 
weapons w'hen the weapon times rule is being used) 
should alert them for the start of battle. 

The same considerations apply when dealing 
with monsters— fight only when the reward is worth 
the risk, avoid dangerous monsters you cannot run 
from, avoid weakening battles, and prepare when 
battle threatens. Monsters, however, require dif- 
ferent tactics. 

In combat, monsters, have the disadvantages of 
being predictable, of having to attack and 
maneuver in matching directions each round, and 
of having only 'tooth/claw' weapon length. When 
lighting a monster, a character can ensure victory 
by playing a killing FIGHT counter that strikes the 
first blow and either: 1) undercuts the monster's 
move lime; or 2) matches the character's MOVE 



counter direction when the MOVE counter cannot 
be undercut (so the monster cannot hit without run- 
ning into the character's first-kill attack). If the 
character can neither undercut nor avoid being 
undercut then he must get the first-kill advantage 
and hope for a lucky hit by matching directions. If 
he cannot get the first- kill advantage his tactics de- 
pend on whether he can survive a hit. If he cannot, 
then he must avoid an exchange of blows by playing 
a MOVE counter that cannot be undercut and play- 
ing a FIGHT counter in a different direciton in 
hopes of striking an unreturned blow. If he can sur- 
vive a hit, then he can use the normal tactics of 
undercutting or attacking and move in the same 
direction while avoiding the undercut. The 
character should choose a play thai works 
regardless oT which side of the monster counter is 
face up, but if he cannot then he should choose the 
less risky play, always remembering that the 
monster will probably not turn over. 

A character facing a group of monsters should 
group them and treat them like one monster that 
gets the first hit. If he cannot survive their hits, he 
splits his MOVE and FIGHT counters. If he can, 
then he uses normal tactics. Obviously, the 
deadliest monsters are his first targets. (Note: When 
the monsters musl be divided into three equal 
groups because the DEADLY REALM rules are 
being used, the character should concentrate the 
deadly monsters in one group and hope they keep 
missing while he picks them off.) 

Groups of characters are deadly when they 
coordinate their actions in combat. A character can 
volunteer to be attacked by a monster and play his 
best MOVE counter to escape while the other 
characters use their best FIGHT counters to attack 
from three directions to ensure a hit. Against multi- 
ple monsters each character can volunteer to be at- 
tacked by the monster he can best avoid and attack 
the monster he has the best chance of killing, with 
the characters protecting each other from the 
monsters on their sheets. However, characters can 
easily double-cross each other in group combat by 
attacking each other or just abandoning a character 
to his own devices after he has committed himself. 

Monsters on the APPEARANCE CHART have 
only a one-sixth chance of being active and appear- 
ing on the board each day, and even when they do 
appear they will land on a character only if he is in 
the same clearing with the Sound or Treasure loca- 
tion counter or in the same tile with the Warning 
counter that triggered them. A character can avoid 
these tiles and clearings once he discovers what the 
counters are. Monsters that are already on a tile are 
more dangerous because when they are active they 
will automatically go to the character's clearing 
when he ends his turn in the tile, and even when they 
are inactive they block and fight characters in their 
clearings. This also means that when two characters 
end their turns in the same tile, monsters can appear 
in the tile when the first one moves and then go to 
the second character's Clearing when he moves. 
This allows characters to decoy monsters into each 
other's path, causing groups of characters to draw 
crowds of monsters. However, a character who is 
alone and who is cautious about hiding and choos- 
ing where he ends each turn is sare if he is just mov- 
ing through monster territory, 

It is when a character is spending a lot of time in 
a tile (to find, move to, locate and loot a Treasure 
location there) that the monsters become a major 
problem. Every day more monsters can appear and 
move into his clearing, and they will attack as soon 
as he fails a hide roll at the start of his turn. (The ac- 
cumulation of monsters is extreme to the point of 
being ridiculous in the LOST CITY and LOST 
CASTLE where the treasures and monsters are con- 



centrated.) Caution and cooperation are Ihe tools 
needed to deal with this problem. A character who 
avoids ending his turns in the tile as much as possi- 
ble (by peering into the tile from a mountain clear- 
ing in an adjacent tile to find the Treasure location 
counter, circling around outside the tile to move to 
it, and even dodging in and out of the tile while he 
locales and loots it) retards the accumulation of 
monsters there. Once monsters have appeared in 
the tile, he needs to hide each day, and iT they are 
already in his clearing he needs lo hide on his first 
phase or they will block and attack him. As the 
monsters gather, he can try to thin them oul by 
lighting each group as it arrives, or he can move 
away and hide to draw them oul of the treasure 
clearing and then go back when it is vacant. If a 
group is looting the treasure, one character can 
volunteer to move away, block any monsters he at- 
tract sand I hen run away during combat, leaving ihe 
resl of the group to loot safely and pay him a com- 
mission. Most importantly, when things start to get 
too hot, the character can just leave. Staying 
around 10 draw jusl one more treasure is the leading 
cause of character fatalities. Incidentally, notice 
that at a rate of iwo phases per day (one if you hide) 
it takes a long time to dig treasures oul of a cave 
clearing, which gives ihe monsters a long lime to 
gather. 

Treasures can completely change the way a 
character plays the game. Each treasure confers an 
advantage in some aspect of the game, and if a 
character gets a treasure that changes one of his 
weaknesses into a strength, it can change the whole 
balance of power in the game. Treasures are only 
tools, however, and a character must study how a 
treasure's advantage interacts with his own 
strengths and weaknesses to determine what tactics 
he should use to get ihe best use oul of the treasure, 
particularly when the treasure is interacting wiih 
another treasure that reinforces or cancels its ad- 
vantage. Sometimes a treasure is useless to a 
character, either because he cannot use it or because 
his own strengths are superior to the strengths it 
confers. It may be very useful to another character 
though, and this provides a real motive for 
characters to trade with (or plunder) each other, 
which is another reason why groups are helpful 
(trading partners are always handy). 

Mosl treasures also have fame and notoriety- 
values that show' a treasure's effect on its owner's 
reputation among the righteous and the 
lawbreakers, and show how it counts towards his 
victory conditions. These values are somewhat op- 
posite, so treasures with a large value in one 
category often have a minus value in the other. 
Characters thus have the choice between holding on 
lo (or discarding) treasures regardless of their 
values. Characters can also shuffle the treasures 
around to come to a balance of fame and notoriety 
that exactly fulfills their victory conditions. 

Treasures can also be sold for gold, which can 
be used towards victory determination or can be 
spent lo buy items or hire natives. Natives can have 
valuable and useful treasures for sale, as well as im- 
proved weapons, more armor, and horses to carry 
loads (to improve a character's movement and to 
protect the character in combat). Natives can also 
be hired to fight for a character, to defend him in 
combat, lo help him search, and logo off in raiding 
groups to prey on monsters and characters while he 
slays safely behind. Friendly natives are a powerful 
asset who can turn useless treasures and gold into 
useful items and hired armies. So, a character is 
wise to operate in an area where friends are nearby, 
even if he has to wait at a dwelling to stop wander- 
ing friends when they appear. Hiring natives is a key 
to success, especially for characters who are 
operating alone or who have advantages in dealing 
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ILLUSTRATING COMBAT: Magic 



(Using Optional rules 2.1, 2.3,2.6, 3. 1, 6.3 and 6.4) 

Situalion: The following characters end the day in the same Clearing, mov- 
ing in the order listed: White Knight, Woods Girl, Sorcerer, Pilgrim, Black 
Knight, Witch King and Druid (assume all weapons are ready side up). The 
Druid and Sorcerer are allied against the rest. All of the magic users have 
available the Spells and transformed color counters referred to in this ac- 
count, but none of them have prepared MAGIC counters. 

First Round of Combat 

Encounter step: The White Knight plays MOVE H4" to stop the Sorcerer 
from running away and the Woods Girl plays MOVE L2*' to prevent the 
Druid from running away. Then the remaining characters make the follow- 
ing plays, in the order listed: 

Sorcerer: Plays MAGIC 1V3* and a PUR PLE counter (transformed IV5*) 
in his recorded FIERY BLAST Spell box. 

Pilgrim: Plays MAGIC 14* and a WHITE counter (transformed MAGIC 
16*) in his recorded EXORCISE Spell box. 

Black Knight: Plays MOVE H6 to run away unopposed; he leaves the 
Clearing. 

Witch King: Plavs MAGIC VI2' and a PURPLE counter (transformed 
MAGIC IV4') in his recorded TRANSFORM Spell box. 

Druid: Plays MAGIC 112" and a GREY counter (transformed MAGIC 
113') in his recorded STONES FLY Spell box. 

Melee step: The characters mix and pick their ATTENTION counters, and 
select their targets in the following order: 

Woods Girl: Selects Sorcerer 

Druid: Selects Witch King, White Knight, Woods Girl and Pilgrim. The 
Pilgrim's Spell is cancelled by the Druid's lower MAGIC time, but the 
Witch King's MAGIC counter is as fast as the Druid's, so his Spell is not 
stopped. 

Pilgrim: His Spell broken, he chooses the Druid as the target for his Staff. 

Sorcerer: Selects the Witch King, White Knight, Woods Girl and Pilgrim. 

White Knight: Selects Sorcerer. 

Witch King: Selects the Sorcerer, stopping his Spell. 

The plays: 

Druid 

Attack: MAGIC 112" in Thrust 

Maneuver: MOVE L4 in Duck 

Woods Girl 

Attack: Ready bow, FIGHT L4 in Thrust 

Maneuver: MOVE 1.4 in Duett 

Pilgrim 

Attack: Staff. NtiHT M3* in Smash 

Maneuver: MOVE M5 in Duck 

Sorcerer 

Attack: none 

Maneuver: MOVE M4" in Dodge 



While Knight 

Altack: Ready sword. EIGHT Hfi in Swing 

Maneuver: MOVE H6 in Charge 

Witch King 

Allack: MAG if VI2* in Thrust 

Maneuver: none 

Determining hits: The Druid hits all of his targets by undercutting, the 
Woods Girl hits by undercutting (her weapon time is '1 '), the Pilgrim hits 
by undercutting, the White Knight hits by matching the Sorcerer's 
maneuver direction and the Witch King hits by undercutting. No attacks 
are removed. 

Resolving hits: 

1. The Druid's STONE FLY and the Witch King's TRANSFORM have 
the greatest length and tie for fastest lime, so they go into effect 
simultaneously. 

a. The Witch King rolls 1, 1 on the TRANSFORM Table and the Sorcerer 
turns into a Dragon. 

b. The Druid rolls 3, 5 on the MISSILE Table against the Woods Girl, in- 
flicting Negligible damage ('L' weight plus one star minus two levels for a 
'5' result) with no effect. He rolls 2, 3 against the Pilgrim, inflicting 
Medium damage that kills him. He rolls 5, 6 against the White Knight, 
causing no damage. He rolls 2, 4 against the Witch King, inflicting Light 
damage that kills him. 

2. The Woods Girl rolls a 5 on the MISSILE Table against the Druid, in- 
flicting Light damage ('L' weight plus two levels for sharpness minus two 
levels for the roll), killing the Druid. 

3. The White Knight inflicts Heavy damage ('H' weapon weight — the 
sharpness does not count against an armored Dragon) which does not af- 
fect the Sorcerer/ Dragon. 

Fatigue: The White Knight and Woods Girl each played two MOVE 
asterisks, so each fatigues one MOVE counter. The MAGIC and PURPLE 
counter played by the Sorcerer also fatigue. 

Comments: The Pilgrim was able to attack with his Staff because his Spell 
had heen cancelled. The Sorcerer could have attacked if he had had a 
weapon; he would have had to attack the character on whom he had plated 
his ATTENTION counter (while ignoring the rest of his multiple targets). 
The way things worked out, he would have attacked as a Dragon instead 
of with his weapon. 

Second Round of Combat 

The Woods Girl and White Knight run away. 
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with natives. One hireling can volunteer to race at- 
tacking monsters so his owner can escape or attack 
safely, and a whole group can defeat any monster or 
group that is vulnerable to their weapons. A 
character who saves up the gold to hire a few groups 
and who chooses their opponents carefully (since 
natives will stand and fight to the last man even 
when they are doomed) has a big advantage, 
although hired armies usually do not come into play 
until late in the game when the characters have had 
a chance to accumulate gold. 

Escorting missions to their destinations and tak- 
ing treasures to the visitors who desire them are two 
ways characters can accumulate working capital 
without loo much risk early in the game. Missions 
cost nothing except lime, and once a character has a 
little gold he can buy items desired by the visitors 
and then sell them to the visitors for a fat profit, 
building up quite a bit of gold that hecan then use to 
trade with or hire natives. 

Campaigns offer the powerful advantage of 
gaining allies at the cost of some fame and notoriety 
and then trading with and/or hiring these allies. 
Characters need to undertake some small initial 
adventures to get the fame and notoriety with which 
to start a campaign, and some careful planning is 
required to pay the price and still fulfill one's vic- 
tory conditions, but a character who executes such a 
plan gains a huge advantage late in the game. 

Magic is so powerful that it dominates how its 
practitioners play the game. Spells are powerful but 
very narrow in application, so a character has to 
plan his game very carefully, predicting the dangers 
and opportunities he expects to meet and then tak- 
ing along the Spells he expects to need. Conversely, 
the Spells a character can take should determine his 
plans. Characters without combat Spells cannot 
plan on being aggressive, characters without pro- 
tection Spells cannot plan on operating alone, and 
characters without Spells that can help a group can- 
not count on the group's protection. These limita- 
tions encourage different characters to follow dif- 
ferent game plans. The Sorcerer and Wilch King 
have the Spells to be aggressive and independent. 
The Druid, Wilch, and Elf have the Spells to 
operate alone and avoid trouble, and the Pilgrim 
has Spells that make him valuable in a group. Only 
the Magician and Wizard have complete flexibility 
in choosing how they will play the game. The main 
danger to a magical character comes from the 
danger that contingencies will arise for which he has 
no Spell, so every magical character needs to learn 
all of the additional Spells he can from artifacts, 
hooks, Treasure locations and visitors. 

A magical character also has to worry about be- 
ing able to cast the Spells he has. He should keep 
MAGIC and transformed color counters available, 
and he can greatly increase his power by transform- 
ing his tile (assuming it provides the proper color 
magic). Preparing magic is an effective way of en- 
suring that he will be able to cast his Spells, bui it is 
expensive (it costs one phase to ALERT and then 
one rest phase to recover the MAGIC counter) and 
risks being blocked while thecoumer is fatigued, so 
it should be done sparingly (only when the character 
is in imminent danger). 

This completes the 12 tour of the MAGIC 
REALM. A in urc detailed description of tactics and 
ploys would be nice but oul of place in a general ar- 
ticle about the whole game. There are too many 
elements thai determine the best tactics in a situa- 
tion and these elements vary too much from situa- 
tion to situation (the elements: different mapboard. 
different distribution of monsters as individuals 
and armies, and even different treasures and spells 
since only twenty percent of the possible treasures 
and spells get inlo play in any game— even change 



from game to game). The result is a game full of 
variation and surprises where the players have to 
figure out how to handle each situation as it arises. 
The different characters use very different tac- 
tics both in combat and in the play of the game. 
Usually il takes several games with the same 
character before a player learns how to make the 
most of his advantages and the least of his 



weaknesses, and even then unforeseen situations 
can catch him off guard. Hopefully ihis article gives 
you a general idea of the tactics that are available 
and how they can fit together in a plan that leads to 
victory, or at least that leads to an enjoyable 
journey inlo a realm of fantastic adventure. 



G 



ILLUSTRATING MOVEMENT AND MONSTERS 

The MONSTER ROLL is '6' and the Bats are active, and two characters are in the CRAG tile with 
the RUIN'SM' Warning counter. ihe'FLUTTER 1' Sound counter and the monsters pictured in the il- 
lustration. 

By the luck of the draw the White Knight goes first, starting his turn with a HIDE roll which fails. 
Unhidden at the end of the phase, he is instantly Blocked by the Flying Dragons in his Clearing, At the 
end of his turn the active bats move around: first the bat in Clearing I moves to his Clearing, then two 
bats appear in his Clearing from the APPEARANCE CHART due to the 'RUINS M' counter and final- 
ly three bats appear on Clearing T because of the '1-L LITTER I' counter ihere. The Warning and 
Sound counter are turned over; they could not cause any more monsters toappear this day even if there 
were any more monsters lefl to appear. 

When the Black Knight moves he too starts by HIDING, but he rolls successfully and is not Blocked 
b\ tlic hais in bis Clearing. He then moves to Clearing '4', where he ends his turn; at the end of his turn 
the bats in Clearing T ' move to his Clearing bui the monsters congregated in Clearing '5' have Blocked 
the White Knight -main where they are. 

During combat the While Knight musl fight the monsters in Clearing "5\ but the Black Knight does 
not have to fight the monsters in Clearing '4' because he is hidden (he can choose to fight them, 



however) 
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ILLUSTRATING ENCHANTING AND MOVING 



The Sorcerer has two transformed PURPLE counters available, so he 
has a neat way to move to AVI lull the tile in the indicated direction) 
without being stopped by the Wizard, Berserker, or Magician. 

His recorded move (using his bonus Spell phase): 

SP SP M(DWI) SP Mi AVI) 
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ADDITIONAL RULES SYSTEMS 



FOR MAGIC REALM 



By Richard Hamblen 



MAGIC REALM is a very flexible game that 
can he modified for a number of different pur- 
poses: soiilaire play, combining game sets in one 
large game, etc. The sections below provide rules 
for modifying the name for these purposes. Playing 
aid charts for these and other rules are included in 
this issue's special inseri. 
THE DEADLY REALM 

Players who have become familiar with the 
game mechanics will find that ihey can defeat or run 
away from nearly any monsters or natives that they 
meet in the game. Monsters should not be such pat- 
sies, so as soon as you start feeling nonchalant 
about running into enemies make the following 
changes in the rules: 

THIRD ENCOUNTER 

1. All Medium and Heavy monster counters are 
turned darker side up at the start of the game (and at 
the start of each month). 

2. During combat, when a character divides the 
monster counters on his sheet into three groups and 
places them in the white ATTACKING NON- 
CHARACTERS boxes, the attacking counters 
must be divided as equally as possible between the 
three boxes. The character can still choose exactly 
which counters go in each group, but the largest 
group can have at most one counter more than the 
smallest group. 

FOURTH ENCOUNTER 

3. The LOST CITY and LOST CASTLE counters 
trigger monsters just like Sound counters, except 
they trigger all of the monsters pictured in their sec- 
tions of the APPEARANCE CHART. After a 
character ends his turn and finishes placing the 
monsters that appear due to Sound counters in his 
tile, if he is in the LOST CITY'S tile all LOST CITY 
monsters still in the MONSTER ROLL row are trig- 
gered and appear in the LOST CITY'S Clearing; if 
he is in the LOST CASTLE's tile the remaining ac- 
tive LOST CASTLE monsters are placed in the 
LOST CASTLE's Clearing. 

EIETH ENCOUNTER 

4. All unhired natives are turned darker side up at 
the start of the game and at the start of each month, 

5. All attacking natives (and their horses) on a 
character's sheet must be divided equally among the 
ATTACKING NON-CHARACTERS boxes as if 
they were monsters, (see rule 2 above) If a native 
and horse and monster were all attacking, each 
would have to be placed in a different box, 

SEASONS 

The TABLE OF SEASONS lists the 13 seasons 
of the year in the Magic Realm. Each season lasts 
one lunar month and modifies the game's rules dur- 
ing that month. 

1. Procedure: Before the mapboard is constructed 
in a game, roll two dice and total them; the game 
will start on day 1 of the month/season whose 
number on the TABLE OF SEASONS matches the 
number rolled, and thereafter the seasons follow in 
the order they are listed, one season per month. 

2. Effects: Each season's effects are indicated on 
the TABLE OF SEASONS. 

2.1 On the 7th day of the month the color magic 
named for the season is in effect instead of the color 
named on the PERSONAL HISTORY sheets. 

2.2 The number of MOVE phases required to enter 
each Mountain Clearing changes from season to 
season and is listed for each season. 



2.3 The manner in which campaign, mission and 
visitor counters are set up and used changes from 
season to season. 

2.31 At the start of each month thesecounters must 
be set up as described for that month/season. 

2.311 Counters listed under 'Dwellings' or 'Loca- 
tions' must be placed at those locations on the 
board, and counters listed under 'Boxes' must be 
set up in the named boxes on the APPEARANCE 
CHART, in the row numbered '6'. 

2.312 Counters listed under 'Continuing Cam- 
paigns' are set up at the named locations and boxes 
only if the game is just beginning. If the game is 
already in progress when the season starts, these 
counters remain where they are at the moment, 

2.313 Counters that are not listed for a season are 
out of play that month, 

2.32 If 'mission to ... ' and a destination are 
listed for a counter, that counter can be taken to 
thai destination for gold like a normal mission. 

2.321 A counter must be delivered to the destina- 
tion named font that season; destinations named in 
the rules or in other seasons are ignored. 

2.322 The shortest route to the destination and the 
payoff (2 gold per Clearing) are calculated when the 
counter is taken. If norouteexistsorlhedestination 
has not been turned up, the payoff is automatically 
30 gold. 

2.323 The counter is delivered and the character is 
paid as soon as he enters the Clearing where the 
destination is located. The counter remains there 
for the rest of the month. 

2.324 Failure to deliver a counter to its destination 
costs 10 notoriety points. 

2.33 A visitor must be in a character's Clearing for 
them to trade. A visitor cannot trade when he is off 
the board, being taken to a destination. 

2.34 Campaigns do not automatically cud each 
month. When one season ends and another begins, 
all campaigns listed under 'Continuing Campaigns' 
continue. 

2.341 If a character has a campaign listed under 
'Continuing Campaigns' at the start of a season, he 
must keep that counter and continue the campaign. 
He is committed to killing all of the campaign's 
enemies again (including any that revived at the end 
of the month) and must pay the campaign's cost 
again at the end of the month if he fails. He must 
pay the campaign's cost each month that he fails to 
kilt its enemies. 

2.342 When a character succeeds in killing the last 
of his campaign's enemies in a month he can discard 
the campaign if he wishes, placing it at the starting 
location listed for it that season. It" he does not 
discard it immediately he must keep it until the end 
of the month and into the next month, if it con- 
tinues. 

2.343 A campaign automatically ends at the start 
of a season in which it is not listed among the 'Con- 
tinuing Campaigns'. 

2.4 The four weather counters have different ef- 
fects in different seasons. Each season lists the ef- 
fects that each weather counter has, 

2.41 Weather determines how' many days are in the 
week and how many phases are in each day. 
2.411 IT there are fewer then seven days in the 
week, the lost days are subtracted from the begin- 
ning of the week. Thus, in a week with five days the 
first two days will be crossed out and skipped over 
and play will start on the third day. 



2.412 Each day has the indicated number of phases 
instead of the normal four phases per day for 
characters who stay out of caves. The limit in caves 
(and for the Dwarf) remains at two phases per day 
regardless of weather. 

2.42 Weather determines where bonus phases can 
be recorded and executed that week. Both the 
number of bonus phases and the types of Clearings 
where they can be recorded and executed are 
specified; to record and execute a bonus phase a 
character must be in the proper type of Clearing 
when he records it and he must be in the proper type 
of Clearing (not necessarily the same Clearing, 
however) when he executes it. 

2.43 Weather can cause characters to wound or 
fatigue one or more counters each day of that week. 
When a character starts his turn he must immediate- 
ly wound/fatigue the number of counters indicated 
by that week's weather; if the weather inflicts the 
wounds/ fatigue only in certain types of Clearing 
and he is not in such a Clearing, he does not lose the 
counters unless and until he enters such a Clearing. 

2.44 Weather can prohibit all of the characters in 
the game from PEERING or HIDING for a week. 
3. Explanation of the TABLE OF SEASONS: 
Each season's effects are listed across the season's 
row of the TABLE OF SEASONS. 

3.1 The MONTHLY SEASONS column gives the 
season's name and number and describes it briefly. 
It also names the color magic on the7th day and the 
number of phases required to enter a Mountain 
Clearing. 

3.2 The CAMPAIGN COUNTERS column lists 
the starling locations of the campaign, mission and 
visitor counters that season, indicates which can be 
taken to destinations for gold and identifies which 
campaigns continue. 

3.3 The WEATHER section is divided into four 
columns corresponding to the four weather 
counters. When a particular weather counter comes 
up at the start of a week, cross-index its column 
with the season's row to determine the weather ef- 
fects that week. 

3.31 The entry gives a one-word description of the 
week's weather. 

3.32 The entry indicates how many days are in the 
week and how many phases there are each day. 
'Normal* indicates a seven-day week and four 
phases per day. 

3.33 The entry indicates (in parentheses) how many 
bonus phases there are each day that week and the 
types of Clearings where they can be recorded and 
executed. 

3.34 The entry indicates in italics any special ef- 
fects that week— whether HIDING or PEERING is 
forbidden, the number of counters that must be 
wounded or fatigued each day, etc, 

SOLITAIRE PLAY 

To play an ENCOUNTER by yourself, use the 
normal rules for that ENCOUNTER plus the 
modifications given below. Use optional rules and 
the special solitaire optional rules given below as 
you wish. 

Modifications: 

1. Setting Up the Map: Set up the BORDERLAND 
first and the CLIFF adjacent to it. Then shuffle the 
remaining tiles and stack them in random order 
without looking through the stack, and play each 
tile in turn from the top of the stack subject to the 
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normal rules except a VALLEY tile cannol be 
placed adjacent to a WOODS or VALLEY tile if 
any other legal placement is possible. If a tile cannol 
be played legally place it at the bottom of the slack; 
iT unplayable tiles are left over at the end pick up the 
whole board and start over. 

2. Warning Counters: Set up the Warning 
Counters normally but do not turn up the counters 
in the VALLEY tiles. These counters will be turned 
up and the Dwellings and ghosts will be placed in 
them during the play of the game, in the same way 
that CAMPFIRES are placed in the WOODS tiles. 

3. Starling the Game: Pick any roadway that leads 
off the map and that also connects to the 
BORDERLAND and enter along that roadway as 
your first activity of the game. 

4. Winning: You must fulfill the ENCOUNTER'S 
victory conditions within one month to win the 
game. 



Optional Solitaire Rules: 

Each rule indicates the earliest ENCOUNTER 
in which it should be used. These rules can be used 
together or separately. 

1. Multiple Characters (FIRST ENCOUNTER): 
Choose any number of characters that you will use 
in the game. All of the characters enter along the 
same roadway, and </f/of the characters must fulfill 
the victory conditions within the time limit for you 
to win the game. 

1.1 Killed characters re-enter along the same road- 
way the day after they are killed. 

1.2 Special: These characters must Block each 
other whenever they gel the chance. When one of 
them ends a phase ol his turn in another's Clearing 
and either of them is unhidden or has found hidden 
enemies, they must Block each other. (Note: 
Characters who are FOLLOWING— see the 
FIFTH ENCOUNTER— cannot Block nor be 
Blocked.) 

2. Hiring Characters (THIRD ENCOUNTER): 
The characters you are not using are in the game 
and you can start using them during play— for a 
price. 

2.1 Before the game stack all of the unused 
characters in random order, and each time a new 
Dwelling is discovered roll one die to sec how many 
characters from the top of the stack are placed at 
that Dwelling. After the last Dwelling has been 
placed put any remaining characters at the INN. 

2.2 Whenever your character ends his turn at a 
Dwelling he can hire any or all of the characters 
there by subtracting 20 points from his recorded 
FAME for each character he hires (recording minus 
FAME if necessary). 

2.21 A hired character remains hired until the game 
ends or until he is removed from play. 

2.22 A hired character is instantly removed from 
play when he is killed or the character who hired 
him is killed. 

2.3 You use hired characters just like normal 
characters, with certain exceptions. 

2.31 A hired character does not have to fulfill any 
victory conditions for you to win the game. He can 
carry items and record points normally, but all of 
his items and points count as if they were car- 
ried/recorded by the character who hired him. 
These items and poinis are lost and disposed of nor- 
mally if the character is removed from play. 

2.32 Hired characters cannol Block or be Blocked 
by other characters, and they cannol attack nor be 
attacked by other characters. 

2.33 Hired characters cannol hire other characters. 

2.34 Hired characters have no Spells recorded at 
the start of the game. They must learn (by reading 
runes) any Spells ihey record and use. 



THF. EXPANDED REALM 

Players can combine their game sets to enhance 
the size, ferocity and richness of the Magic Realm 
they are playing in. Players can also add extra com- 
ponents to the game to enrich it, as explained in 
these guidelines. 
1. Combining Games — 

1.1 Certain cards and counters in each game sei 
should be marked with an identifying symbol, using 
a different symbol for each set, 

1.11 The TREASURE SETUP CARD, the Dwell- 
ings, monsters, natives, square horse counters and 
campaign/mission/visitor counters should be 
marked. 

1.12 Warning counters, Sound counters, Treasure 
location counters. LOST CITY and LOST 
CASTLE counters should be marked only on their 
colored sides. 

1.13 All Spell cards, TREASURES WITHIN 
TREASURES cards, the LOST KEYS card, Spell 
Book cards, Artifact cards and Potion cards should 
be marked on Iheir white sides only. Other cards 
need not be marked. 

1.14 Other cards, counters and liles need not be 
marked. 

1.2 During initial selup, some cards and counters 
can be selup anywhere and some must be setup on 
their own SETUP CARDS. 

1.21 All of [he liles are dealt out and the board is 
constructed normally. The first BORDERLAND 
that is dealt out is the first tile played; subsequent 
BORDERLANDS arc played like other tiles during 
ihe construction of the map. 

1.22 All of the 'V Warning counters are mixed 
together and one is placed on each VALLEY tile. 
Similarly, all 'W" counters arc mixed and placed on 
the WOODS tiles, etc. All of ihe 'V counters are 
turned up and the Dwellings/ghosts placed in their 
tiles; each Dwelling/ pair oT ghosts must show the 
same symbol as the 'V counter in the tile. 

1.23 Ail of ihe Sound and gold Treasure local ion 
counters are mixed together face down and live are 
placed in each LOST CITY or LOST CASTLE sec- 
tion. The remaining counters and the LOST CITY 
and LOST CASTLE counters are mixed together 
face down and one is placed in each tile wilh six 
Clearings. 

1.24 AH type 1 Spells are mixed together and 
distributed randomly to the appropriate locations 
on all the SETUP CARDS. Type II cards are 
distributed similarly to their locations, etc. 

1.25 Ail small treasures are mixed together and 
distributed randomly. 

1.26 All large treasures arc mixed together and arc 
used, with the treasure counters, to fill the 
TREASURES WITHIN TREASURES section on 
each card. Then the remaining large treasures and 
the TREASURES WITHIN TREASURES cards 
are mixed together and distributed among the 
SETUP CARDS. 

1.27 Monsiers, natives and square horse counters 
are set-up on their own cards. 

1.28 Weapon, armor and round horse counters are 
distributed normally. 

1.29 Campaign/mission/visitor counters are 
distributed normally; they do not have to be placed 
on their own SETUP CARDS. 

1.3 When a counter or card is laken from or re- 
turned to a SETUP CARD, Ihe symbols determine 
which SETUP CARD it is taken from or returned 
to. 

1.31 The symbols on Warning, Sound and 
Treasure location counters indentify the card from 
which appearing monsters arc laken. 

1.32 The symbols on Treasure location counters 
and TREASURES WITHIN TREASURES cards 
identify the card from which looted treasures are 



taken. Similarly, the symbols on Spell Books 
and Artifacts identify the card containing their 
Spells. 

1.33 The symbols on Dwellings identify the card 
from which natives are taken when ihey appear at 
those Dwellings. Similarly, symbols on natives, 
Treasure location counters and TREASURES 
WITHIN TREASURES cards identify the card 
from which appearing campaign/mission/visitor 
counters are taken. 

1.34 The symbols on monsters and natives identify 
the cards where they are placed when they revive. 
Similarly, symbols on Potions identify where they 
are placed after they are used. 

1.35 The symbol on a native leader identifies the 
card where his group's box is located. Similarly, the 
symbol on a visitor counter indicates where his box 
is located. Items bought from or sold to a leader or 
visitor go to or come from his box, regardless of the 
symbols on the items themselves. 

1.4 During play, symbols are ignored in some game 
functions but nol in others. 

1.41 A character cannol have duplicate treasure 
cards activated. 

1.42 A character can record the same Spell more 
than once, as long as each time he records it he 
learns it from a different Spell card. Each character 
should note a symbol for each of his starting Spells. 
Duplicated Spells all count towards the SPELLS 
victory condition, as long as they can be Cast. 

1.43 A mission can be delivered only io a Dwelling 
with a matching symbol, 

1.44 If a character has a certain group for 
ALLIES, he has all such groups for ALLIES, etc. 
For example, if Lancers are FRIENDS, all Lancers 
are FRIENDS; if Bashkars are ENEMIES, all 
Bashkars are ENEMIES, etc. 

1.45 Different groups of natives must be hired and 
traded with separately, even when they are in the 
same Clearing. Two groups oT Lancers in the same 
Clearings would have to be hired in separate HIRE 
phases, for example. 

1.46 Conditional FAME can be acquired from any 
group of the indicated type. 

1.5 Any number oT weather counters can be mixed 
together, bul only one is picked and used each 
week. 

1.6 Only one MONSTER ROLL is made each day- 
it applies to all SETUP CARDS. 

1.7 Two Swordsmen trying to be CLEVER at the 
same time roll to see who goes first. 

2. Augmenting Games — 

2.1 Extra monsters, treasures, etc. can be added to 
a game without adding all of the other components 
as well. However, these components should be 
added in complete sets— if one monster is added 
then one whole set of monsters should be added, iT 
one t reasure isaddedthenone whole set of l reasures 
and Spell cards should be added, etc, 

2.11 A set of monsters can be added to a SETUP 
CARD just by doubling ihe number of monsters 
placed in each box, A third set can be added, tripl- 
ing the number of monsters in each box, etc. Notice 
that the number of ghosts placed in the DANK V 
tile is affected similarly — doubled, tripled, elc. 

2.12 A set of natives can be added to a SETUP 
CARD in the same way, doubling, tripling, etc. the 
number of natives in each box. These natives can be 
treated in two different ways, as explained below. 
2.121 The added natives can be treated as part of 
the normal group in the box, so thai together they 
comprise one oversized group. The codes of the ad- 
ded group should be changed so as to not conflict 
with the normal group's codes; ihe leader of the 
added group is changed to the next highest number 
after ihe last regular member, and the rest of his 
group follows suit in order. The entire group has 
onlv one leader. 



THE GENERAL 

2.122 The nalivescan be treated as separate groups 
thai are travelling together. The groups should be 
marked to distinguish them, and the added groups 
are given their own SETUP CARD where their 
boxes arc located. Trie groups must be hired and 
traded with separately. 

2.1.1 A set of treasures and Spell cards can be 
added, but this requires another SETUP CARD to 
hold the treasures and Spell cards in the 
TREASURES WITHIN TREASURES cards, Spell 
Books and Artifacts- The TREASURES WITHIN 
TREASURES cards, Spell Book and Artifact cards 
themselves should be marked to show which card 
holds their treasures and Spells. The number of 
treasures in the Treasure location piles and in the 
natives* and visitors" hoxes are doubled, tripled, 
etc. but the TREASURES WITHIN 
TREASURES, Spell Books and Artifacts boxes are 
not increased. 

2.14 A set of Sound, Treasure location and LOST 
CITY and LOST CASTLE counters can be added 
by doubling the number of such counters placed in 
each tile, but this requires the addition of a SETUP 
CARD, a set of monsters to go on it and a set of 
treasures and Spells for the treasure locations. The 
counters and cards should be marked to show their 
card. 

2.15 Warning counters can be added, doubling the 
counters placed, but this also requires a SETUP 
CARD, a set of Dwellings and a set of monsters 
(and a set oT natives, if you want anyone to appear 
at the Dwellings), all of which should be coded to 
the card. 

2.16 Items can be added freely to natives' boxes. 

2.2 Obviously you can rearrange the setup of 
counters and cards as you wish, shifting a few 
monsters or natives here and there, etc. It is par- 
ticularly interesting to have only one set of visitors 
in the game, for example, giving them all of the 
treasures and Spells that would ordinarily be scat- 
tered among several sets of visitors. All of the po- 
tions would return to them. 

2.21 The key point to remember when rearranging 
the setup is to mark the appropriate cards and 
counters to show which SETUP CARD they come 
from and return to (see section 1.1 and following 
for a list). 

2.22 For ease of play, never use more than one 
MONSTER ROLL per day and one weather 
counter per week. You're on your own regarding 
play balance when you start fiddling with the setup. 

DEVELOPING CHARACTERS 

The players may wish to keep their characters 
from game to game and have them gain in strength 
depending on their success. These rules allow a 
player to keep a character from game to game and 
develop his strength. 

1. The Development section on the back of each 
character card is used. The first time a character is 
used he starts at his first stage of development, with 
the appropriate combat counters. Spells and equip- 
ment. 

2. During each game, each character must record 
and acquire a number of victory points equal to the 
next stage in his development. Thus, if a character 
was at his first stage of development he must record 
and acquire two victory points; a fourth-stage 
character would have to acquire five victory points. 
(Players who prefer longer games can agree to dou- 
ble or triple these numbers if they wish.) 

3. When a character fulfills his victory conditions, 
he wins and the game is over. 

3,1 Each character who has survived without being 
killed gains one combat counter. He gains one of 

Continued on Page 32. Column 2 
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MAGIC REALM ERRATA & ADDITIONS 

by Richard Hamblen 



Once upon a time there was a game that tried to 
eat its designer . . . 

From the start, MAGIC REALM was meant to 
recreate a small but complete fantasy world with 
enough breadth and depth to allow adventuring. 
This admirable ambition led into strange byways 
filled with hoary design problems like 'limited 
knowledge' and 'simultaneous movement', and in- 
fested with game systems that had never been seen 
before. Using novel game systems to slay (wound?) 
the classic design problems was heady stuff, but the 
very novelty of the game systems created a new 
problem. 

The new and terrible problem was: how much 
explanation is required for game systems that no 
one has ever seen before? At the same time, how 
much explanation could be done without having the 
game — and its players— choke on the verbiage? 
And how many rules could be presented without 
making the game incomprehensible and 
unplayable? The answers to these questions had to 
be balanced against each other in the writing of the 
rulebook, lengthening explanations to explain new 
game systems, paring away verbiage to keep the 
rules from getting lost and cutting out rules sections 
or whole rules to simplify the overall result. Ex- 
postulation, brevity and completeness had to be 
balanced against each other, and the result was a 
rulebook that was a compromise. 

With the benefit of hindsight and the popular 
response to the game, it is now clear that some of 
our worries were groundless and that some of our 
compromises were wrong. The new game systems 
did not have to be treated so gingerly and explained 
in such detail (and so clumsily); they could have 
been made shorter and more comprehensible, par- 
ticularly with the aid of some charts. The space 
gained could have been used to present the rules sec- 
tions that had been dropped, and to organize the 
rules so that they could be referred to more easily 
during play. 

With this information in hand we're planning to 
revise the rulebook in a second edition (don't order 
this until we announce it is ready — we don't know- 
when it will be done and we've hopefully learned 
our lesson about making predictions). The game 
system is unchanged except for a few second 
thoughts about particular details, but the rulebook 
will be simplified and reorganized, and a lot of ad- 
ditional material that was originally cut out 
(solitaire rules, combining games, extending play 
from game to game, etc.) will be put back in. 

This article contains most of the new 1 material 
along with some of the charts that present the rules 
more simply. 

SECOND THOUGHTS AND ERRATA 

These changes in the rules either rectify typos, 
clariTy ambiguities, reinsert rules that were deleted 
when the rules were simplified or correct contradic- 
tions and flaws that can arise in certain cir- 
cumstances. 



SECOND ENCOUNTER 

17.452 and MISSILE TABLE: The damage in- 
flicted by a missile weapon decreases by three levels 
when a '6' result is rolled on the MISSILE TABLE. 

17.464 'Light' damage that is inflicted directly on a 
character without striking armor automatically in- 
flicts a wound. 

Optional Rule 2,2: A dagger has 'negligible' weight, 
one sharpness star, 'tooth/claw' weapon length and 
no weapon lime, whether it is readied or not. 

THIRD ENCOUNTER 

Optional Rule 3.1 All Trolls and Vipers are ar- 
mored and get the armor bonus, 

FIFTH ENCOUNTER 

41.3233, 43.333 and MEETING TABLE: Change 
the explanation of the 'GIFT' result to read: 'GIFT: 
If you are TRADING, the item is free and costs no 
gold. If you are HIRING you pay no gold to hire the 
native(s), but if you do hire them you must subtract 
their value from your recorded NOTORIETY.' 

Horse counter; The slow horse with no strength let- 
ter on its non-asterisk side should have 'T' strength 
on that side. 

SIXTH ENCOUNTER 

49.31 Different characters can record the same 
Spell, but each character can record a Spell no more 
than once — he cannot duplicate it. 

49.32 When a character selects his Spells he can 
secretly transform any of his MAGIC counters into 
color magic so he has color magic available at the 
start of the game. He must reveal these counters 
when play begins. 

53.331 A character can record a Spell only if he has 
a MAGIC counter of the proper type to Cast that 
Spell; he cannot record a Spell he cannot Cast using 
his own counters. He can record a Spell if he has a 
MAGIC counter whose type has been altered (by 
WITCH'S BREW, etc.) into the type needed to 
Cast that Spell; the counter must be altered at the 
moment he records the Spell. 

53.332 A character cannot record a Spell that he has 
already recorded; he cannot record the same Spell 
twice. 

53.4 A character can count a recorded Spell towards 
fulfilling his USABLE SPELLS victory conditions 
only if at the moment he claims victory he has in 
play a MAGIC counter of the proper type to Cast 
that Spell. He can use MAGIC counters whose type 
has been altered (by WITCH'S BREW, etc.) to 
fulfill this requirement. 

FAERIE LIGHTS changes type III counters into 
type II and type VII counters into type VI as listed 
on its card, instead of the changes listed in the 
rulebook. 

DISSOLVE SPELL (VI PURPLE) Spell, Instant 
causes the target Spell to be broken. It cannot be 
used against curses. 
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Optional Rule 6.3 STONES FLY must also be 
aimed. 

SEVENTH ENCOUNTER 

57.734 The WARLOCK pays bonus prices lor the 
SCROLL OF ALCHEMY, nol the SCROLL OF 
NATURE. 

59.1 There are four weather counters, not six. 



CHARACTER CARDS 

Swordsman: The Swordsman's BARTER ability is 
to roll one die instead of two when trading, as is 
stated on his card. The statement in the LIST OF 
CHARACTERS is wrong. 

Magician: At each stage of Development the Magi- 
cian gets the MAGIC counters indicated by that 
stage's Spells— at stage two he gets a type II counter 
instead of a type VIII, and at stage three he has 
types II and III instead of V and VI. 

OPTIONAL RULES 

The rules listed as optional in the rulebook are 
optional to different degrees. Some are parts of the 
game system that are 'optional' solely because of 
the complexities they introduce; these rules should 
really be considered 'advanced' rules that arc left 
out only when the players are learning the game or 
when they wish to play the simplest version of the 
game. Some of the rules refine the game system at 
the cost of additional complexity; these rules are 
suggested for those players who are willing to put 
up with the complexity to improve the game. Final- 
ly, some of the rules are truly optional and should 
be used only when they suit the players' tastes. 

Each optional rule's status is given below — 
either 'Advanced', 'Suggested Addition' or 'Op- 
tional'. Some new rules are also presented, with 
their statuses. 

FIRST ENCOUNTER 

Optional: I.I, 1.2 
SECOND ENCOUNTER 

Advanced: 2.1, 2.2, 2.3,2.6 

Suggested Additions: 2.7, 2.8 (new), 2.9 (new) 

2.8 Severe Wounds: When a character is struck by 
damage exactly equal to his vulnerability, he is 
severely wounded instead of being killed outright. 
He rolls two dice and wounds a number of counters 
equal to double the number rolled on the higher die 
(the lower die is ignored). This die roll is affected by 
Spells and treasures that affect die rolls generally 
(e.g., LUCKY CHARM). 

2.9 Alerting During Combat: A character can play a 
FIGHT counter during theencounter step at exactly 
the same time and under the same restrictions that 
he could play a MOVE counter to run away. If he 
plays ihe FIGHT counter he cannot do any other 
actions I hat encounter step. If he plays the FIGHT 
counter then his weapon is instantly turned ready 
side up, and is ready for that Round's melee step. 
(Special: The Berserker can play his BERSERK 
counter similarly during an encounter step to go 
Berserk.) 

Optional: 2.4, 2.5 

THIRD ENCOUNTER 

Advanced: 3.1, 3.2 

FOURTH ENCOUNTER 

Advanced: 4.3 

Suggested Additions: 4. 1 

Optional: 4.2, 4.4 (new) 

4.4 Exchanging Characters (use this rule in place of 
2.4 Reviving): When a player's character is killed 
the player can choose a new character and start the 
game over again at the start of the next day (or 



week). He ran choose the character who was just 
killed or any other character that is not being used. 
He must take his starting weapon and armor from 
the destroyed armor counters, native groups' boxes 
and/or abandoned piles on the board (in that order, 
if he has a choice); he cannot take them from other 
characters, and if he cannot get an item he must do 
without it (no substitutions are allowed). Impor- 
tant: The player must record new victory conditions 
for his new character, and each time his character is 
killed he must record an extra victory point (so he 
would record two extra points if he were killed 
twice). 

FIFTH ENCOUNTER 

Advanced: 5.1, 5.4,5.5, 5.6, 5.7, 5.8 
Suggested Additions: 5.9 (new) 

5.9 Credit: When a character is rolling on the ALLY 
column of Ihe MEETING TABLE lo hire or trade 
with a native group, he can announce that he is try- 
ing to buy on credit. He must announce this before 
he rolls, and if he rolls a PRICE result and chooses 
to take the item he can pay the indicated price in 
gold any time within the next fourteen days (count- 
ing ;he day of the transaction as the first day); 
however, he must immediately subtract the in- 
dicated price from his FAME, and he does nol gel 
these FAME points back until he pays back the 
gold— and if he fails lo pay by the end of ihe 14th 
day he loses these FAME points permanently. He 
can pay back the gold any lime he is in the same 
Clearing with the leader with whom he had the 
transaction even if the leader is under hire to some- 
one else. If the leader is killed he can still be paid 
when he revives at the end of ihe month, as long as 
he is repaid within the original founeen days. 
Optional: 5.2, 5.3 
SIXTH ENCOUNTER 
Advanced: 6.3, 6.4, 6.5 
Optional: 6.1, 6.2 

SEVENTH ENCOUNTER 

Advanced: Glory 

And a Final Word: Playing to four victory points 
makes for a fast game, but it is usually more satisfy- 
ing to add a point or two and play to five or six vic- 
tory points. This is particularly true when there are 
a lot of players, since the game tends to go faster 
when there are more players; a game with a lot of 
players can actually end too quickly when they are 
playing to only four points. You can set the victory 
points to any level you wish, but suggested levels 
are: 



Number 

of 
players: 



Short 
Game: 



Moderate 
Game: 



Long 
Game: 



I -a _ 4 5 

■5-8 4 5 6 

9+ 5 6 7 

CHARTS 

A number of charts which summarize informa- 
tion already in the game are included on the insert in 
this issue as a helpful playing aid. Players will also 
find a helpful compendium of frequently asked 
questions and answers on play of the game in the 
same insert. 
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If your favorite game store does not have the 
game you want in stock and you have a valid 
American Express, Master Charge, or VISA 
credit card, call our Toll Free number 
800-638-9292 from anywhere in the Continental 
United States except Maryland to place your 
order. Our prompt mail order service will then 
speed your order to you with our usual lightning 
dispatch. You must give the order taker the 
number, expiration date, and name of your credit 
card along with your order and shipping address. 
We ship UPS wherever possible. If you prefer 
Parcel Post, be sure to specify this. 

The Toll Free number is good only for order- 
ing games or other merchandise from Avalon Hill 
by credit card payment. NoC.O.D. orders can be 
accepted. The operator will be unable to answer 
game questions or switch calls to someone who 
can. 

Maryland residents must call 301-254-5300 
and ask for extension 34. Absolutely no collect 
phone calls can be accepted. The Toll Free 
number is nol valid in Maryland. 
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by Jon Mishcon 



Jon Mishcon, beside.'; being one of our most 
valuable playlest sources for CROSS OF IRON, 
was she primary ptayiesi group head for the addi- 
tional CROSS OF /RON scenarios alluded to 
below. He. and his cronies Joe Suchar and John 
Kenower, played all of these scenarios extensively 
before they were unveiled to the public last April, 
and as such is probably the preeminent authority on 
the subject at hand. Scenarios A through D were a 
special insert in Vol. IS, No. 6 of the GENERAL 
which is still available as a back issue for $2.00. 
Scenarios 101-110 make up the SERIES 100 
scenario pad and is available from the pans dept. 
for $4. 00 plus 40c postage and handling. 

The goal of this article is lo give players an in- 
sight into CROSS OF IRON playtesiing and a han- 
dle on possible approaches to the individual addi- 
tional scenarios. 

We (I note the inherent contradiction of a solo 
playtester— and hereby give full credit to my co- 
lesters, Joe Suchar, Mike Suchar and John 
Kenower) see two aspects to playtesting. First is rule 
busting — we all try hard lo abuse the rules to win (If 
the rules don't specifically limit you then you are 
tree to do whatever). Our biggest problem here is 
that we are a!! enthusiasts who know the game so 
well we've developed pre-conceived notions. To 
help clear the vision we occasionally just completely 
reread the rules. 

Once the idiocy rules arc eliminated, then we 
work on play balance. Our contention is that a 
game is very well balanced when excellent play on 
both sides yields no wider split than 60/40. Herein 
lies the most delicate task of game development and 
it falls entirely lo Don Greenwood lo evaluate our 
and others' results and mesh them into one final 
product. The lion's share of credit (and/or blame) 
must resi squarely in his hands. Which leads me to 
tactics. 

First, I might suggesi that no one tactic in a well- 
balanced 52VCO/ ganie should work every time. In 
each chain ihere should be an ill-forged link and 
every thrust should be subject to parry. If il takes 
players months to discover— fine. {It took more 
than 6 months for us to discover the defense that 
made Scenario 7 pro-American). Therefore each 
scenario will only be reviewed in light of 
possibilities for attack and defense. 




Scenario A — Burzevo 

Winter 1941 finds the pressure on ihe Russian. 
The keynote to ihis scenario is survival as ihe Ger- 
man. This perhaps may best be accomplished by 
limiting the Russian advantages (i.e., firepower & 
mobility) and maximizing the German advantages; 
defenders get first crack. 



A German leader on the second floor of N2 with 
squad and MMG (and possibly a DC for dropping) 
should discourage Russian lank leaders from long 
exposure and yield excellent illumination. Consider 
placing the 3 Slugs in V8, U9, and UIO or Q3, R2 
and Q2 (ready to edge into P0, R0 and Q I ) support- 
ing the 88 in either V9 or 01 or Rl and being sup- 
ported by infantry with ihe ATR and ai least one 
demo charge, either around ihe T9 woods or 
building S3. Bore sight all guns in real close and 
watch the Russian response. 

For the Russians, the only ratal approach is to 
try to simultaneously kill bolh squads and the 
major weapons. You must find ihe German weak 
point and use your L guns and superior armor to 
pierce that one point. Try to "roll up" the defense 
from a hole. I personally believe it's worth three 
AFVs to try to overrun the 88, but rather than use 
even one for ihat, look for a sneaky FT shot. Do nol 
hesitate to try and set woods afire if spreading fire 
will rout the rabbits from their warren. If you waste 
one turn in this little gem of agamc [hear it is a long 
walk to Vladivostok. 

1 rate this game as 55/45 pro German. 




Scenario B— Hill 253.5 

This vignette of Kursk is a lovely demonstration 
of the power of SL /CO! to highlight larger battles. 

The Russians should be aware that the Germans 
have only 3 avenues of approach: R7-S8, R4-S4and 
RI-S2. Since the Russians lack anti-iank mines, 
your only real chance to immobilize or destroy a 
German AFV is to lump mines in one hex. Consider 
placing 36 mines in perhaps R7 and 4 mines in S8 
and cover the R8 woods with leader directed MG 
fire. Use your infantry in entrenchments as much as 
possible in the woods of M7 and M4 and consider 
how well shielded J5 is for a last turn advance (say 
from J6 to J5 on lurn 7 and from (here to either J4 
or K5 on i urn 8). If you have artillery or an ATGon 
M4 you are a long shot gambler; this hex covers a lot 
of terrain but il is loo vulnerable. Wire in S3, R3, 
S5, S6, T5, and perhaps 04 covered by entrenched 
squads in Q4 (no leaders here), N3, M3, L2 and N6 
will substantially slow ihe German rush. An ATG in 
J4 has a very interesting arc of fire— the German 
may initially ignore it only to find it covers critical 
hexes. Play for time and don't hesitate lo transfer 
reserves to the more threatened side. 

The poor Germans arc stuck with AFVs thai arc 
very powerful versus AFVs and incredibly weak in 
mobility and anti-infantry power. The German is 
compelled by this lack of mobility to pick 
one — repeat 'ONE' — avenue. First, leave the Ele- 
fani somewhere close to Z4 as a fire base, then 
throw a brave recce squad (read suicide) down your 
chosen avenue. Now ir it breaks in a lousy 4 mine 
hex you gotta decide to send another the same way 
or down a different lane (as a very tricky Russian 
won't hesitate lo occasionally put 4 mines without 



the 36 mine hex behind it). If all goes well you'll 
thrust down, say Rl, then up onto the second level. 
Try bringing in an of (Txiard smoke shell concentra- 
tion supplemented by Engineer smoke— then 
charge your best troops (a 10-2, 9-1 , 8-3-8 and 8-3-8 
stack is super for do-or-die jobs) with close armor 
support right inio ihe damn N3 woods. You could 
do far worse lhan to sei the woods afire. 

If you penetrate this first morass, you can then 
push your armor deep. Bring the Elefant in on the 
road and smoke the hilltop and charge again over 
the crest. If the Sturmoviks and the Russian FT 
don' l get you, you've won a real victory. 

Rate 65/35 pro Russian, but a lovely historical 
situation. Players might wish to delay the Russian 
reinforcements one turn to help play balance. 
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Scenario C— Bukrin Bridgehead 

Just for fun, glance at Scenario 107 before you 
play this. Pressure again on the Russians. 

German player should plan to win this one with 
his reinforcements. If the Russian armor is com- 
mitted prematurely, the German can essentially 
throw away his light armor to immobilize the T34 
and destroy the T70 from in close. The German 
might pui his 10-3 and two 8-3-8's in 5C8 and a 9-2 
with two 8-3-8's in 5F8 with a mix of 
Panzerschreck, DC, and LMGs. Backed up by 
251/10 in 5C10, 5F9 and 5G10 they both block ar- 
mor motion and are a very potent counterattack 
force. Place all your armor behind woods all on one 
side (suggest south side Board 4) and all flak, mor- 
tars and MGs beyond a20hexradiusor2R2. If ihe 
Russian insufficiently defends his northern flank, 
don't hesitate to mount up two 8-3-8s and a leader 
in halftracks and counterattack Hill 621 . The threat 
alone may unhinge the Russian ofrense. Remember 
an armor leader with a 20L gun gels 2 shots for im- 
mobilization. 

The Russian must consider trying lo sweep 
Board 4 from either North to South or vice versa. A 
strong German force blocking Ihe northern end of 
Board 5 is best contained by four or so squads with 
a couple ATRs. Use 6-2-8s along the hilltop of 621 
lo man your weapons as the German will be able to 
duel with you. Putting the 9-2 with the 50 cal, MG 
and three squads in2R2hasa lovely field of fire and 
a good chance to dig in on the first turn, but indirect 
fire weapons in the 2S3 woods are very vulnerable 
to German mounted counterattack. The 62 1 hilltop 
is safer but much more limited. 

Sneaky Russians might want lo set up the ATG 
and perhaps the artillery on 5FF0 and push them in- 
to 5GG1 on Turn I. If all Ihe German armor is in the 
south of Board 4 and all those HTsand ACs start lo 
scoot around, you can frequently see them through 
wheat fields and they can't see you. Look for the 
German lo try and draw your 50 cal. fire to allow his 
suddenly converging infantry and light armor 
around your T34. Although the T34 and T70 must 
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advance beyond safe areas, I'd work hard 10 cover 
them wiih infantry fire. If yourT34 is immobilized, 
the German reinforcements will be almost impossi- 
ble for your remaining forces to handle. It goes 
without saying that the judicious sacrifice of a few 
squads to desperately clear away Germans from 412 
may clear 4B5 even better. 
Rate as 55/45 pro German. 




Scenario I) — Delaying Action 

Very historical, i.e., very tough on the Ger- 
mans, 

As the Germans you cannot hide away in nifty 
corners. You must try to kill two AFVs somewhere 
at the cost of only one leader or squad, isolated 
squads in, say R5, die too easily but if you try to in- 
terlock fire, perhaps around K9, 16, 15, H2 and K2, 
the Russians will pound you with those 122s at 5 hex 
range. Obviously go for the T34s and don't waste a 
precious AT shot at a JS. 

Russians will find this is more a naval exercise 
than armor action. Set tanks in line ahead like old 
ships-of-ihe-line. Whenever possible end a move 
with Vj guns right, 'A guns left and A forward. 
Don't hesitate to pound a woods hex ahead that you 
will pass adjacent to. Don't forget a wily German 
can start in B7 and advance hidden into A7. Take 
your time — you've got scads. 

Rate as 70/30 pro Russian and recommend 
players try it with five T34/85s and two JSl, with 
100L guns. 

SERIES 100 

Scenario 101-1 10 

Scenarios 101-110 arc, in fact, a form of time 
lapse photograph of the East Front. If you look 
carefully at the breadth of these games you'll note 
the tactical changes engendered by changing 
weapons and growing losses for both sides. In 
scenarios dealing with the early 40s, the Russian 
player may best accomplish goals by concentrating 
overwhelming power at one point while the Ger- 
mans use superior leadership to orchestrate small 
mobile teams into a multi-purpose threat. As [he 
campaign ages, the German leadership edge 
dwindles and the advantage of flexibility shifts 
t oward the R ussian . By considering each scenario i n 
this light, players may gain insight into play and see 
how well the play mimics history. 




Scenario KM — Blocking Action Al Lipki 

This peek al Barbarossa is not a slashing ar- 
mored advance. Ralher, we glimpse the sudden 
recognition shock of German armored mechanical 
inferiority and how difficult it is for the Russians to 
coordinate their forces. 

The Russian player will in essence dictate the 
How of the game. He may decide to opt for either a 
pure northern or pure southern Hanking move. Any 
attempt to split the Russian forces should lead to 
their easy defeat. I tend to favor the northern move. 

Using your BT7s, move quickly towards 2F8 
with the trucks next in line followed by the T24 and 
KV. If you hold back your attack till the KV can be 
brought to bear you will be facing an entrenched 
opponent who threatens to zip into your rear. 
Rat her, 1 suggest goi ng i n wit h l he BTs and T34 sup- 
ported by on- foot infantry advancing behind the 
4AA9-4FF6 hedgerow. Try to loop around the 
stone wall at 4Z! and constantly threaten to exit. 
However your true aim should be to try and kill 10 
German squads. As the German moves AFVs to 
prevent your exit, concentrate on his armed HTs 
and Mark Ills. As the final coup, don't hesitate to 
use the fat KV to overrun a woods or building posi- 
tion. Balancing the threat of exit with the actual 
killing of Germans should lead to victory— but 
don't be surprised if you are left with token strength 
at game's end. 

The German player must be energetic. If the 
Russian splits his force, don't hesitate to throw all 
your mounted forces against his weaker flank. 1 like 
an 8-1 with a squad and two LMGs in the 251/1. 
Leave the 251/1 and the 251/10 back to give sup- 
port fire as your Mk Ills move into the 7-14 hex 
range behind the Russian AFV. If the Russians 
rotate to face you, the 25 1 / 10 goes for side/rear kill 
(or the tracks). The K V is particularly susceptible to 
circling attacks. 

Assuming that the Russian is unified, let him 
come to you. but the wheat fields, walls and hedges 
made a final exit stand chancey. You'll quickly see 
that attempts to get hull down in 4Y1 are negated by 
the Russian holding 4Z8. If you put the 28LL 
anywhere other than 4X1 you must support it with 
interlocking AT fires (or else your only gun will 
quickly develop tread-mark overlays). I do like 
the 28 LL in 4X1 with infantry dug in at 4Z0. 
Everyone else stays flexible and as far forward as 
possible. The Russian will come in; take your defen- 
sive shot then fall back and make him come again. I 
know it's painful to give up PREP fire, but your 
best differential is always in defensive fire advanc- 
ing fire. When Russian superior firepower starts to 
chew you up and time is running out, it's perfectly 
acceptable to pull back and drive the Mark IVs into 
the woods at perhaps 4W1 and 4Z0 or rear hexes 
like 4R0 and 4P0, and wait for the Russians final 
commitment. 

Rate this as 55/45 pro Russian, 



Scenario 102— Slumming Of The Door 

Deeper into Russia and the German is badly 
strung out. German players should carefully read 
the victory conditions — then read them again. The 
Russian player must cross open ground to get to you 
so you're almost sure to eliminate two for one. 
However, if you gather together into any kind of 
strong defensive groups the T26s will roll on top of 
you, force you out, and then his infantry will cut 
you up. Concentrations of leaders and squads will 
draw 7 tanks like Hies. How then to cope? 

VIC TORY CONDITIONS 

1 1. urn. tile lii.-fm.irL |iI.ul-i MLiKt cliiniraiite [uiee -i» nrutm Kii.m.lm ,qii.,d, 
.irtj m irett, .,h hi" I,im.", hull, ell :,nd aVhiu] Hie K,i\,i.iii V'KUtn L'lMwillinrY, 
ll the K«i'.,i,in p!,iwr ehumi.ile** Oenn.tn ^iiiiiK.ind m ulhv ree.irille*'. 

,ht ! u:. I,iv*ev he win. An elltsmuleil M \ jWireu I'nunl, ,|, 2^U4lK 

ehriiinjiej \a climinatcel M- V wtiiMccnMA Minivc»eiiiiiitMi> I mjuuiI \n>. 
erthcl rewill ft .i Ji.iw 

Start way back and spread way out . This will de- 
mand the Russian advance as Tar as possible. Try to 
have an alternate cover hex to move to when the 
T26s stop in your hex. Allowing for 1st turn move- 
ment hexes B7, J8, N8, R7, T8 and X8 are all possi- 
ble. Use the SP guns to support your uwaitaeked 
flank. Play for time and always shoot at leaders. A 
crummy shot at a Russian leader may make the Rus- 
sian more cautious than a fair shot at several 
squads. Don't waste your infantry defensive fire on 
det racking T26s. Save your shots for infantry. 

The Russian's temporary blessing of unopposed 
armor must be pushed to its fullest. Speed T26s 
down the road to 4G4 and 413. If the German 
bunches up. drive a T26 atop him and in all adjacent 
cover hexes. Use your tracking infantry to bust the 
displaced defenders. I fat all possible, saveaT26or 
two to load up squads (with molotov cocktails) for 
panzerblitz assaults. The Slugs are particularly 
vulnerable to combined infantry-tank assaults. 
Your T26s will have no trouble with the Slugs if 
they come to you but even at 5 to 3 odds will have 
real trouble attacking them without aid from infan- 
try. 

As to Russian infantry placement, 1 like putting 
the 8-1, three 4-4-7s and a MMG in 5W1 while 
holding five squads back for flanking and lank 
usage somewhere in your back field. Move pari oT 
your forces through the 4H1 woods, leap inlo the 
415 woods, then link arms (shouting URRA- 
URRA) and cross the open ground. You must move 
fast because once the Slugs arrive, if the German 
isn't already on the ropes, they will take up mutual- 
ly supporting positions with the remaining German 
infantry and the combination is very tough to 
break. Don't forget one prisoner is worth two kills. 



I rale this scenario 50/50 with much depending 
on Ihe turn ofenlry of the Slugs, 
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Scenario 103— Bald Hill 

This scenario .shows the essence of mobilily ver- 
sus stolid firepower. The Russian player quickly 
sees there are only 7 approaches to Bald Hill. The 
significant hexes are 2F8, 2K9, 2L7, 207, 2R6, 2R4 
and 2R1. Your 122Ls are not sufficient defense 
against a frontal assault but if the German tries 10 
outflank the guns you won't have the mobility to 
reform your lines, I try to use my AA guns to limit 
early German mobilily and pull it off the heights 
once the German can bring any gun to bear on it. 
Suggested hexes for the AA include 2F7, 2S7 or 
2Q6. 1 keep my ATG on the heights til! it's shot off, 
looking for long range fire versus open top 
halftracks with leaders. Block two avenues (R1/S2 
and R4/S4 are good) with roadblocks and put wire 
in the approach woods around the roadblocks. This 
complex must be covered by infantry (perhaps in 
the R3 woods. Don't put any weapons with a 360" 
arc of fire in the bunkers (Note that a German tank 
in 2V8 can knock out the super bunkered gun at 
2N5 without any possibility of return fire). Once 
you've set your defense, be ultra cautious about 
shifting. The German will almosi always have a 
shot at moving troops. 

German players should get a lot of mileage out 
of holding your three trucks with matching squads 
and the 8-1 leader off board 4 as a threat. Even if 
they never move, this "fleet in being" cannot be ig- 
nored. Moving the heavy and medium MG with one 
squad and the 9-1 leader to hill 522 will essentially 
paralyze Russian movement on the southern 2nd 
level of hill 621, Consider moving the Mark 11 with 
the 8-1 armor leader to either Hill 522 or 547 to 
force the 37AA off the crest. If the Russian has 
depended entirely upon his 122Ls to guard his front 
take your lumps [and the guns) by direct assault. 
You'll find the Russian has great difficulty 
counterattacking uphill. 

More likely the Russian will have enough infan- 
try and support up front so you'll be forced to loop 
your halftracks through 5U4 and your tanks 
through 5GG1. Lead with your tanks to knockout 
the ATG. After the ATG is gone, take your entire 
mounted force and fight mounted up one avenue. 
There is nothing wrong with ignoring defending 
stacks if you can get up the rear slope of Hill 621. 
You should find your bunker assault from the rear 
fairly easy while tanks and long range MG hold 
down counterattacks. 

The 8-0 leader and radio is tempting to move in- 
to 3N2 but the Russian quickly learns to indirect 
bore sight that hex. As a second choice, Hill 522 is 
excellent. Don't forget off-board smoke potential. 

I rate this tense game as 50/50 but suggest that 
players allow bunkered guns to be given level ar- 
mor to prevent the 20mm popgun from knocking 
out naval gun turrets. 



Scenario 104 — Penetration Of Rostov 

The Russian temptation is to set up loads of 
dummy positions interspaced with cute "traps" of 
NKVDers. Forget it! The German firepower will 
gobble up the penny pockets 'en passant' and throw 
you out of Rostov fast. Your best bet is to pick a 
section of town, defend it with 90% of your forces, 
then use 10% to slow the German dow r n and make 
him look. A strong ease mav be made for defending 
along Q3, Q4, N4, N5, P7 and P8 with a MMG 
position on SI (check LOS from SI. The only north- 
ern covered hexes which may Tire on it areT4, T2, 
U2 and BB2) with perhaps a sniper at Wl but I 
prefer the upfront defense. 

Our maximum upfront defense is snipers in FF6 
and FF3, MMG at Y3 bored onto FF3, MMG at 
AA7 bored onto FF6, infantry positions in Y5, BB4 
and mines in CC7, DD7, DD3 and CC3. The final 
squad might go to D4 or K7 for a turn 7 advance. 
(Once the German knows the sniper trick, he'll 
always lead with recce squads.) Plan to defend one 
town section 60*7(1 of the time and the other 40%. 
Leave dummies in the old positions to confound the 
attacker. 

The German should plan to doubletime recce 
squads through the woods if it looks as if the Rus- 
sian is strong up front. If the woods are clear, pro- 
long the guns into the GG4 and GG7 woods, along 
with the HMG and be prepared for a slow' fire fight- 
By working slowly on one building, you can clear 
one flank and push troops deep while enveloping 
other strong points. Let your guns and lank shoot it 
out with the Russian infantry. Withholding infan- 
try and leaders (see German setup instructions) per- 
mits rapid truck movement in if you gel faked out. 1 
like truck mounted infantry anyway, as it forces the 
Russian to commit fire early. Don't be afraid of 
snipers, as long as you don't lead with your 9-2 
leader. The likelihood is that a sniper will only get 
one shot in this thick terrain. 

Play balance rated as 50/50 with again much 
dependent on the turn of entry of the lank. 
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flare placement and they're easily pulled back. The 
decoys may be of some small assistance if you con- 
centrate all Four remaining AFVs around 304 and 
don't take a defensive shot. 1 like to screen the town 
with perhaps a squad in 3Q7 and 3S1 while drop- 
ping everything else around the 3NI building. 
Given a couple of PFs in 3S1 and the inability of 
Russian infantry to undertake a wide flanking 
move, you'll probably end up facing a frontal 
assault across open terrain. 

Russians must pick their initial axis of attack 
trying to think three moves ahead. Your infantry 
can't keep up with a wide sweeping move to the west 
and a straight down assault from the north will 
leave you as flare lit targets for hull down German 
gunners. A reasonable compromise is moving along 
the west of Board 4 then through the 4L10 woods 
while your tanks go over and around Hill 522. If 
possible hold at least one mounted 6-2-8 back for a 
dash-in assault. While concentrating on the two 
story building, don't lose the game to the lousy 
screening squads. How best to approach the 3N2 
building will solely depend on German troop 
disposition but don't ignore Board 5. 

Play Balance rated as 55/45 pro German. 




Scenario 105— Night Battle Al Norumaryevka 

A German player should find almost no reason 
not to put two functioning AFVs on 3K7 and 3J7, 
Putting leaders on 3K7 and Hill 522 will allow early 



Scenario 106 — Beachhead Al Ozereyka Bay 

A truly powerful attacker versus a truly weak 
defender but like the ancient Spartans, the 
defenders have terrain and time strongly in their 
favor. 

For the Germans there is little choice, in general 
terms, for their defense. Everything must support, 
as much as possible, everything else. The 8-0 leader 
with radio is best placed on Hill 522. Hide a con- 
cealed squad somewhere in town, perhaps in 305 or 
3S1 with all the rest of your concealed counters in 
town. Place both artillery pieces along the2P3-2R2 
ridge whi le splitting you r remaining German squads 
between 2H3 and 2J4 so that when (not if) they 
break they have easy woods access. I tend to prefer 
both remaining German leaders up front exposing 
perhaps the 9-1 at 2H3 and holding the 8-1 in the 
2L3 woods. Leave your Rumanians to fend entirely 
for themselves. My suggestion would be to leave 
your west flank covered by the guns and "concen- 
trate" your dispersed Rumanians along Board 5. 

The Rumanian might profitably post entrench- 
ments in 5EE1, 5FF3 and 5FF4, while starting in 
5FF I , outside the entrenchments in 5FF3 and 5FF4, 
and lastly 5FF7. Obviously MGs belong on the 
flanks while you advance phase up one squad at a 
time from the gully. The entrenchment position is 
interesting. By moving into the woods al 5GG4 
you'll be beyond Russian MMG range and moving 
into the entrenchment makes you tough to hit with 
Ihe pesky 50mms. With reasonable luck, your line 
will last into lurn 4. 

For the Russian 1 must advise you break several 
cardinal rules to have a shot at winning this game. 
But we're at the '43 turning point, aren't we? 

First divide your forces! Unless you're inor- 
dinately lucky, you will not have time to both crush 
Ihe guns and exit 5 squads. I tend to put seven 
regular squads and one leader in 406, 4N8 and 
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4MI0, I like [he 50mm mortars so I put both in 5V5 
with the 82mm mortar in 5T4 but obviously any 
combination that puts maximum firepower up 
front is valuable. 1 recommend at the very least 
three full turns of softening up the defenders before 
you even start to move. When you do move try to 
put a smoke round atop the most threatening Gcr- 
man position, I rush the west flank in waves of four 
units spread out while filtering down the weakest 
edge of Board 5 with my other units, [f you wait till 
the defense is completely bust you simply run out of 
time. If you simply rush on turn 4 with a significant 
fraction of the defenders unaffected you'll prob- 
ably be cut to ribbons. The balance point shifts 
every game and is tough to define. 

Rate 65/35 pro German. Consider giving the 
Russian another 82mm mortar and crew which 
should make it 55/45 pro German. 




Scenario 107— Disaster On The Dnieper Loop 

Who's on first? Russians see SNAFU raised to 
high art. 

Russians might want to consider influencing the 
3I5-3F6road from SKI but the German is so mobile 
it's almost of no value. I've given up carefully plot- 
ting drop hexes; crazy arrival times and places are 
the rule rather than the exception. Plan to gather 
what you may from the scatterings into platoon 
groups even if it takes time. Spread your partisans 
out to allow rapid cross woods movement and bel- 
ter cover. Play this not to kill anyone but simply to 
be there in as many places as possible at the end of 
turn 8. 

German, stay mobile, do split your forces and 
aggressively pursue isolated Russians. 1 like one 
leader and two squads in the 3N2 building but I've a 
weakness for heights. Don't ever think of fronts. 
Do think of merry blazes crackling through the 
wheatfieid at 3S4 and of lovely spreading fire rolls 
every advancing fire phase. 

Play balance? 1 think it's more fun for the Ger- 
man but tough victory conditions. 
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Scenario 108 — Block Busting In Bokruisk 

Germans are back to interlocking defense. An 
upfront defense won't work in the face of excellent 
Russian fire support. Consider putting the 50mm 
ATG in cither 1 ,12 or I J5. I like the 75mm ATG in 
either 1H3 or 1H5 and try lo retreat it across the 
street into the I J4 building. The HMG all by itself In 
the 1 L7 building severely impedes an east Hank move 



by the Russian. I tend to clump my wire in 1U3, 1C3 
and 1C2 but pulling one in IB6 has real potential. 
You can't cover the East flank well so my tempta- 
tion is to set a couple of squads up front with a 
couple of decoy positions to delay a Russian rush 
while the majority of my A group sets up in row G 
and pulls back to row J. You must not move your 
AFVs out from behind the shadow of second story 
buildings until the Russians abandon Hill 498. Try 
to put the armored car before the Slug so that if the 
AC is busied the Stug is hull down (additional + 1 
armor). Remember that crews can very effectively 
wield ATMs. 

For the Russian it should be fairly straight- 
forward. Use Hill 498 for your JSU. Pick either the 
I F5 or 1 1-3 building and advance through the woods 
towards it after wire has been swept up by assault 
guns. A little pounding of selected hexes by the 152 
and 76mm guns and you're in the city. Hold back 
your full offensive till the tanks arrive. Leave one 
squad mounted per truck to draw fire and get 
behind the Germans. Whenever possible, shoot 
first at ATGs. You have tons of time so don't get 
overeager. The advance must be infantry's pace. 
Note that 1C4 is fairly well protected from second 
story fire. Push that infantry gun forward so that 
you'll have four smoke laying tubes for the final 
assault. 

Rate as 51/49 pro Russian with the game often 
turning on a couple of die rolls in the final assault. 



should be to use superior gunnery and armor to out- 
duel the JSs while your infantry approach the 
bridges through the gully. 

Play Balance 55/45 pro Russian as the German 
losses often cancel a terrain victory. 




Scenario 109— Counterattack On The Vistula 

This scenario should be popular if only because 
of the presence of King Tigers. 

The Russian must play for lime as you are 
almost impotent without tank support. A small 
blocking force of two squads around the 5 P5 woods 
should adequately delay any northern diversion. 
Obviously, you'll need to screen across board 4. 
The question is where. 1 tend not to hold up front as 
those Tigers are so potent. Two squads are posted in 
building 4P6. Then I screen across 4U1 woods, 4U3 
woods and 4W6 wheat fields down to 4U8 woods. 
Your major problem will be the placement of the 
ATU. Building 4X1 and 4P6 are the only overrun- 
proof spots and are probably favored but do note 
that 4CC6 cannot be reached till turn 3 and will be 
able to shoot freely through the wheatfieid at any 
impudent halftrack without being seen. You will 
end up fighting for the bridges so try to save some 
infantry to block the 5W9 woods/gully hex. 

As the German I wouldn't even bother with the 
northern woods road unless it's very weak. You 
must lead with your Tigers aggressively. Unfor- 
tunately, the number of effective anti-halftrack 
weapons is so great and the penalty Tor losing a 
loaded 251/1 so high you'll have to abandon [he 
halftracks early and slog in on fool. By tending to 
stay down to one edge of Board 4 and firing your 
Tigers on the move, you should be able to pui fire 
on the bridge crossings by turn 4. Your final goal 




Scenario 110 — The Agony Of Doom 

Finally we see the tide at full ebb. The German 
leadership edge is almost gone and their troop 
quality has also faded. Now the German must de- 
pend on mass while the Russian may probe. 

The German major fear should not be a quick 
Russian strike into town. Rather, the German 
should try [oslow the Russian drive for dominating 
positions and shield one flank. The northern flank 
is rather easily defended by the Tiger around 3Q2 
and infantry in buildings about 3R2 and 3T1. These 
dispositions are definitely long view arrangements 
lo protect 3N2, For those into immediate gratifica- 
tion, it is easier to shield the east. 

Try infantry with LMGs and PFs in 3W4 aided 
by the Tiger in 3W6 and the ATG in 3W5 pointing 
east. Infantry beneath the tank will help guard 
against close assault. Use the rest of your infantry 
around 3 P7 and buildings 3T4 and 3S3. Any infan- 
try stuck up in 3N2 will be bracketed by Russian 1 22 
fire till gone so forget second story positions. On 
turn 2 you dig in at 3T7, retreat the ATG to 3V5, 
retreat the Tiger 10 3S7 and await developments. If 
at all possible, try lo cover your JgPzs with at least 
three infantry units, perhaps around 3N5. 

For the Russian your thrust can be broad 
enough to threaten everywhere as long as you plan 
to regroup for the dagger-like thrust by turn 3. Ear- 
ly truck moves of infantry to the 3X8 and 5M2 
woods will probably be ignored as the German 
holds his fire for bigger fish. How to leapfrog your 
armor in behind [he 3DD8 woods or Hill 498 or 
along the northern woods road will depend on the 
German setup and facing. 1 like the JSU152 atop 
Hill 498 and try to use my SU122 for overruns. 
These are really all details to your prime job of 
pressuring [he German to spread those crummy 
squads and leaders as much as possible. Once 
spread, you hammer at his weakest point, forcing 
him to choose between defending his JgPzs with in- 
fantry or his final building. Do not become over- 
awed by the JgP/. VI or overwhelmed by the desire 
to destroy it. In general, the German is so dazzled 
by + 5 armor and a 1281. gun that he'll overprotect 
it from infantry assault which may allow you to 
grab the final building. 

Play Balance is rated as 55/45 pro German. 



We enjoyed playing these and hope they've add- 
ed to your pleasure. If we as playtestcrs and Don as 
developer do our respective jobs well you will be left 
with a multi-level entity that can be anything from a 
beer and pretzel game to intense simulation of the 
feel of WWII combat. It is an organism in evolu- 
tion. Wait till you see CRESCENDO OF DOOM. 
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THIRD REICH WITH FINESSE 



DIPLOMACY IN MULTI-PLAYER THIRD REICH 



bv Olio Schmidt II 



Although I've never met Otto Schmidt I get the 
impression that ke is a veteran in long standing of 
the DIPLOMACY ranks, ffis analysis of THIRD 
REICH which follows deals entirely with the 
diplomatic aspects of the Alliance Game -bringing 
out into the open all of the seedier tricks ilia I version 
can email. Unlike the Coalition Game in which two 
players control their destinies exclusively as Allied 
and Axis contingents, in the Alliance Game up to six 
players each control a major power, and although 
they are prohibited from attacking their historical 
partners, they don't have to help them either as 
everyone Jemls for themselves. Yet, to my nay of 
thinking, THIRD REICH is too detailed a game 
demanding too large a commitment in placing time 
to reduce it to a conflict of personalities. A non- 
cooperating ally who refuses to become involved in 
"the war" tnav share a win in the game, but would 
surely never play another THIRD REICH game 
with me. In m r opinion, deals of this sort belong on 
the DIPLOMACY board— not in THIRD REICH. 
He that as it may, there are tints? for whom this type 
of play is accepted practice, and Mr. Schmidt's 
analysis offers an excellent insight into the dastardly 
realm of diplomatic THIRD REICH. 

The problem with wargames is wargamers. All 
too oflen they acl as players rather than as 
participants. By a participant, 1 mean a surrogate 

fin 1 the real life counterpart, or what the gamer 
himsell would have liked his real life counterpart 
to be. By a player. I mean simply a person who is 
playing this GAME rather than using the game as a 
vehicle to explore the possibilities and options ol the 
real historical (or not so historical) situation. 1 
suppose that implicit in any game is the prime 
directive of WINllW Winning in wargames unfortu- 
nately in many cases ends up simply as knowing the 
last little wrinkle ol a rule or "dirty trick." In short, 
pedantry and minutia rather than sound principles 
and rational play tend to pay off. How many times 
have I heard: "Ahh. no. You cannot move your 
Guards Mechanized Division, for see back here on 
this rail line , . ." and the opponent glecfullv points 
to the little black unit and announces triumphantly. 
"Your supply line is blocked by my 443rd SS 
Volkslurmgreiiadier Mess Kit Repair Battalion 
Hand and Laundry Unit" (all twenty-one Rheum\ 
old men and barely toilet -trained Hitler Youth.) But 
I cavil. While this is lamentah-le (both the pedantry 
and my cavilling), it is obvious that in most 
straightforward, one side against the other games, 
there is no other way. This is simply the byproduct 
of t he system: a byproduct that is both good and bad 
and not without its historical precedents. 

But the tragedy lies in it being used to the 
exclusion of other methods in games where such 
options are open. Such a game is THIRD REICH. 
Unlike most "one on one-ers." THIRD REICH 
offers group (not necessarily team) play. It offers 
interaction among a group of players. In short, it 
allows diplomacy. Especially fascinating is thai it 
allows players to work out the effects of diplomacy 
on the operational and strategic level. 

Of course, implicit in diplomacy is the stab in the 
back, or the "cut." Unlike other games where 
diplomacy is a factor, in THIRD REICH there are 
limits to who and how deep you can cut any ally or 
member of the "same side," but you CAN cut him 
iicM-i t be less, and in more ways than one. Central to 
all this is the reason for ihe cut. Obviously, unless 
you're a homicidal maniac you only cut an ally when 



you have something to gain. Cutting for the glee ol it 
does not pay. You should cut only when it will help 
you directly to WIN Because of the peculiar victory 
conditions of THIRD REICH, you can cut your 
ally's throat and still win big. even while lighting the 
same enemy. Confused'.''? Don't be. I'll explain. In 
the Alliance game, you w ; ill notice that to achieve 
their levels of victory, the states must gain or retain a 
certain number ot objective cities. Now there are 42 
such objective hexes on the map. When fighting the 
campaign game, you will notice that for everyone to 
get a decisive victory is impossible (a total of 5ft 
centers, or 14 more than there are on the hoard.] 
However, it is definitely NOT impossible for two or 
more players to have a decisive victory and still not 
occupy all the centers on the board. This happens 
quite often, i.e., Britain; U.S. with 21 and Soviet 
Union with IB; the usual or historical result. When 
you start playing with the numbers, a curious range 
of winners comes out. There is room at the top for 
ANY FOUR PLAYERS provided that Britain US 
or the Soviet Union is not one of the lour. 

None of [his is in violation ol the rules. The 
victory conditions simply refer to actual possession 
ol the center at the end of the game. Thus, it is 
entirely conceivable for Germany to approach 
Britain, say. "Look, I'll make you a deal: you agree- 
to roll over on France, and let me lake it easy, and in 
return 1 promise NO invasion, no London Blitz, no 
U-boats. You leave me alone and I'll leave you 
alone. In that time. I'll go east, cut the heart oul of 
the Russians, and dance ihe same minuet for you in 
Erance. Italy, the Balkans, and wherever else is 
needed to give you 21 victory centers, and 1 keep 
whatever is lert." Britain then agrees, and it goes 
according to plan. He plays with his fleets and 
American divisions while the Krauisare rampaging 
through Russians. 1944 comes along and Ihe Allies 
say "Oh Adolf . . ." and Ihe Germans dutifully 
evacuate (to a manl France. Italy, the Balkans, etc. 
The British move in and they let theclock run out on 
the game and win. Both sides have a tasty meal of 
Bear and Borscht. Or conversely, the Russians 
propose the same deal to the Germans. "Look 
Comrade, you take Poland, and turn west. Let me 
have the Balkans. Turkey. Mosul. Sweden. Norway 
and Greece, and I'll stand pal while you lake 
England, and the West, then we'll let the clock run 
oul on the Capitalist swine." Or. Ell give vou an 
example of a game that really happened. 

I once was in a THIRD REICH game that took 
place at one of the Origins conventions. It was not in 
one ot the tournaments, but had been engendered 
"spontaneously" in the Rathskeller at Johns 
Hopkins. (A lot of other things were done 
spontaneously in the Rathskeller that night, but I 
will allow the police blotter to remain the sole record 
of them.) Two friends and I bad attracted I wo others 
to play an alliance game version of the campaign 
game. Very early in the game (1940). the person 
playing the Germans turned to me (Italians), who 
had not yet declared war, and demanded. "Declare 
war and give me your air forces." Horrors!! In my 
mind Hashed visions of those wonderful Reggianes. 
Cants, Savoia Marcheltis, Macchi 200'set al sent to 
die the death of a dog at the hands of Hurricanes, 
SpitEtres. and (shudder) worst of all. Dewoitine D 
500's. Not to mention the 30 BRP's from next year's 
paycheck from Mussolini to replace them. Of 
course, 1 told the little fascist lo bug off. He retorted 
in his best Hitlerian falsetto. "Then you're throwing 
the game I can't take France in 1940 now. and 



we'll lose the war." 1 replied in perhaps my best stage 
Italian, "No. no. 'Sense Tedeschi (kraut]. You may 
lose the war, but 1 won't lose the war." 1 had not yet 
declared war on Britain or France, so I huddled with 
the Allied players and worked oul a compromise 
that il they would not contest my attempts lo take 
over Yugoslavia and Greece (whom [ was fighting), 
I would not declare against them ever. The 
propositions further embraced lhal I would not 
make any further hostile moves in the Mediterrane- 
an, and would not give the Germans any BRP's. 
Once signed, the Allies evacuated the Mediterrane- 
an (not a limey to be seen), and concentrated 
everything in the Atlantic. France never fell, and by 
the time the Russians could get in the Allies were in 
Berlin. The war ended with Germany totally 
dcleated. Russia not even able to get a stalemate. 
Britain with a tactical and France and Italy with 
decisive victories' 

Does this shock you? Does the prospect of four 
players getting together and agreeing to carve up a 
firth shake your faith in the rules or the system? It 
shouldn't. It's all historical. Bear in mind that the 
first example (dinner with Russian dressing) is ex- 
actly what Hitler proposed to England, and what 
England rejected. Bear in mind thai the Second ex- 
ample is exactly what did happen with the signing 
of the Nazi-Soviet pact — more or less — and it was 
only altered by Hitler's attack on Russia (though it 
is probably irue the Russians did not intend to live 
up lo it cither). Bear in mind lhal [he third exam- 
ple, from my game, is exactly what the British 
would have liked lo see happen given the reality of 
war, and in fact is probably what they were willing 
to give to see Italian neutrality. 

Ihe Second World War was fought for two 
reasons and to decide two things. One was whether 
the provisions of ihe treaty of Versailles were to be 
discarded and irretrievably cancelled. This was 
decided overwhelmingly in the affirmative. By Ihe 
end of the war German resurgence had been a fact, 
French continental supremacy, English maritime 
supremacy, curtailment of the spread of Bolshev- 
ism, and Ihe independence of Poland, Czechoslo- 
vakia, Hungary. Rumania. Albania and all the self- 
determinisl principles of ihe treaty had been swept 
away. The hold of the great powers on their em pi res 
was broken and would not last long. The League of 
Nations had died limit before the war. Ihe second 
question was whether fascism or communism would 
provide Ihe alternative and adversary to the free 
societies of the west. Thewardid NOT decide which 
system would eventually dominate the world, 
THAI question is yet to be decided. Il will come in 
round three of this great ongoing ordeal thai started 
in World War I. The decision as to whether man is to 
be ruled by democracy or totalitarianism must wail 
for World' War III 

In a very true manner, the diplomatic arrange- 
ments you make face up lo and answer these 
alternatives. Ehis is what I meant way back at the 
star! of the article about participating rather than 
playing. The players just sit down, set up ihe units 
and play the game. Ihe participants sit down, set up 
the counters, and address themselves to the 
questions above. They determine the course they 
want to lake and then play the game. The 
participants choose what type of world they wanl 
and in effect what ihe "world order" will be— "Old 
World." "New Order," or "Communist man." These 
are the essential alternatives. In fine, a player asks 
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himself. Will 1 throw in with the west? Do 1 trust 
Herr Hitler? Will [ be safe with the Soviets in the 
Balkans? Will the Allies renege when I'm up to my 
ears in Moujiks? Perhaps the answer to these 
questions, and in fact what questions must be 
answered, is again intimately bound up with what a 
country must do to win. 

This will bring us down to the nuts and bolls of 
capabilities and possibilities. 

To reprise then, players in THIRD REICH Who 
take the game at the obvious, frequently set 
inordinate and usually unattainable obstacles in 
front of themselves. If we assume that the diplomat- 
ic arrangements made and arrived at during the war 
are inevitable then of course there is nothing else to 
be said. 

But our game presupposes that as Hitter you 
might NOT be a madman, or as Stalin not a vicious 
paranoid, or as Churchill only desirous of keeping 
Britain named Great Britain, or as Roosevelt you 
won't die untimely. One of the most attractive parts 
of the game is not the ten variants, but the ability of 
players to rewrite history through alternatearrange- 
ments and policy. 

The examples or the time prove many or these 
points. Spain was a fascist power, but it did NOT 
join the struggle against the west. Italy, up to 
Munich, was more sympathetic to the West than 
Germany. There is nothing to have prevented Italy 
from NOT going to war. Had she done so she mighl 
have survived the war intact, and followed the 
course of Spain. Italy, though a major Mediterrane- 
an power, was out of her league when she dealt with 
Hitler. Of course, whatever arrangements are made. 
they can be reneged upon. The trick is to make the 
deal so attractive it cannot be reneged upon. Now to 
the details. 

GERMANY — To attain a decisive victory, Ger- 
many requires eight Victory centers. She begins the 
game with five: Berlin, Leipzig. Breslau. Essen, 
Aachen, This means that she must acquire and 
retain until the end of the game at least three more. 
"Mirabla Visu" -they can he found in Poland (and 
you thought Hitler was mad. He jusl read the 
rules!); Warsaw, Krakow and Lvov. But even belter, 
in 1941. two more fall inio their hands Budapest 
and Ploesti (all this and troops too), In short, 
Germany does nol have to go far afield lo gel their 
win — but. of course, she MIST hold it. Keep your 
eye on the bottom line! What makes victory is not 
your panzers slashing Russia. Luftwaffe pounding 
London, or ihe Kriegsmarine sinking ships. Ii is if 
you mainlain those eighl victory centers. Lose sight 
of that and you will doom yourself to the pursuit of 
ephemeral glory. Ah, but therein lies the rub, 
Germany can only afford to take their eight and sit if 
they make arrangements with ihe other powers. Any 
arrangement with another power MUST provide 
that that other power at the end of the game is on lop 
with you. If you don't offer partnership in decisive 
victory, you won't have a deal. Accommodation 
wiih the Britain US will almost definitely mean 
going one of two ways. The first and easiest will be 
to get the west lo agree to roll over on France and 
give it up almost dishonestly easy (like a free trip to 
Paris clear of even zones of control). Only by taking 
France can you allow the British to get around nol 
being able lo take an allied cenler. In fact, the 
Germans must take them, and then the British musl 
retake them laler. In effect, this son of arrangement 
agrees lo cut up Russia it has been determined lhal 
Russia will be the man left out. Britain will usually 
insisl on your rolling over on Italy in return. The 
final tally will then look something like this. Britain 
holds France. Spain. England, all of Africa, Italy, 
Scandinavia, Yugoslavia. Greece, and possibly 
Turkey or Persia for its 21. Germany holding the 
rest. It is the easiest to arrange because it is between 



only two of the players, the two player allies lo be 
axed are powerless to react against il (more so if 
there is no French or Italian player), and the 
Russian, deprived of lend lease and aid from Ihe 
west (an obvious prerequisite) musl fall to ihe 
German pounding. Should France be a player, and 
in on the deal, il becomes more difficult as 
replacement for ihe three French centers must be 
found for ihe Allies elsewhere. Budapest or Ploesti, 
and boih Istanbul and Mosul, will compensate, but 
this is touchier as they involve removal of German 
minor allies from (he map along with Iheir troops, 
something the Germans, having given up so much 
already, should be very wary of. Should Ihe Italians 
also be in on the deal wilh the French, that is almost 
impossible lor their demands will remove six centers 
(their requirements of a decisive victory I from t he- 
Allied total. The only place to find ihese is Soulh 
Russia, Stalingrad. Aslrakan. Grozny, Maikop, 
Dnepolrovsk and Karkov. (Shades of Deniken and 
the Whites], As to the feasibility in real life, the first 
is definitely so. Germany was quite prepared to sell 
ils ally down the river. A Iter a 1 1, to Adolf, a I lies were 
only javelin catchers, and he eould have, after 
defeating France, set Vichy up and then retreated lo 
Germany, having been content wilh the destruction 
of the lasl vestige or ihe "Diktat" of Versailles. Not 
likely considering his personality, but a possibility. 
Remember too the anli-communisl bias in the 
west (read about the sentiment prior lo the attack on 
Russia, and especially that after the signing or the 
Nazi-Soviet Pact and the truncation of Poland.) 
Remember that one of ihe reasons for the Allied 
attack on Norway was an atlempt to bring aid to the 
Finns in their winter war struggle AGAINST Ihe 
Soviets. Landings al Pelsamo and active operations 
against the Russians were contemplated. "Volun- 
teer" units and monetary aid were sent by way of 
Sweden. 

On the other side of the coin, there is the 
possibility of German rapprochement wilh Russia. 
This is less attractive in the long run. bul quite so in 
the short run. (The short run if you intend to renege 
on the agreement and attack the Russians laler). In 
the shorl lerm it allows you lo concentrate all your 
efforts on destroying or neutralizing England, and 
when she is taken begin a punative and spoiling 
altack on Russia. In the long term, keeping the deal 
will mean a number ol problems, Since Russia is 
prevented from attacking Britain LIS or France, its 
eighl centers musl be gained from neutrals. The 
neutrals in lhal area are both poor in centers and 
lend to be German minor allies, Norway and 
Sweden are allowable. Istanbul or Mosul (if the 
Allies have not already taken them, and since Mosul 
is a plum ripe lo fall, depend only on Istanbul), 
Budapest, Belgrade, Ploesli arc the ones. Bui they 
involve certain unpleasant sacrifices. These are the 
encirclement of Germany-Poland by the red 
menace, loss of ALL minor Allies, their BRP's. and 
unils, attainment of a base BR P level of 245 for (he 
Soviets, and if your Italian ally is a real player, the 
forfeiture of the areas of prime interest to HIM to 
ihe Russians. If he is a non-player Ihis is not a 
difficulty. Finally, the German must realize lhal 
even given Russian docility England is much harder 
lo take than Russia. 

Generally, then, most German diplomatic 
arrangements will lend to involve the destruction 
and or partition of the Soviet Union. Bul the 
Germans musl also look for possibilities in making a 
deal wilhF'rancc alone. A quiet and tractable France 
secures Germany from direct invasion far more lhan 
a ion of units will do. Obviously the British; US 
cannot invade France, so any action MLJST BF 
against Germany direcily by ihe beaches east of 
Bremen. Not an optimum sile for Overlord, ihis is a 



valuable tactic, and in fael is one of the only ones the 
French can use to counter a suspected sellout by I he 
British bul more of Ihis later. 

But even more important than this is the 
German precautions to prevent an arrangement 
made dealing lliem out! This will come primarily in 
two variations, A direct straightforward Britain. US 
and Russian arrangement (France will be 
conquered and the game will be fought with 
historical parameters). Second is an llalian sellout 
in return for Mediterranean concessions from the 
Allies. Loss oflhe ihreal to [he Mediterranean will 
mean lhal the British can concentrate all iheir power 
in England making Sea Lion impossible and the 
ihreal of Overlord viable almost immediately upon 
the agreement. Tocounter either of these is difficult. 
The British US-Soviet is definitely a winning 
combination (it did. alter all, win). In most cases, 
though Germany is defeated, the Soviets gain their 
victory while Ihe US'Britain does not (in real life 
they gol 19 lo the Soviet 19. a marginal versus a 
decisive). The German musl play on this fear in the 
Allies to his advantage. Thai isjust aboulall he had: 
that and threatening to purposely concentrate much 
more againsl him than the Russians. The Russians 
cannot really he bullied in this, as they know they 
have Ihe upper hand, and unless the Germans are 
prepared to throw the game deliberately lo the 
British, LIS, will probably win no matter what the 
Germans do. As lo the Italians, il is even more 
difficult. Frankly, by aligning wilh the Germans 
(unless they are pari of an agree mem worked out 
wilh Britain,' US orlhc Russians) all they really do is 
ensure thai they will be attacked and probably 
conquered. The Germans (as in real life) have 
nothing to really offer them. On the other hand. 
alignment with Britain' US will gain (as in one of the 
examples) more than enough victory points and 
BRP's to satisfy ils requirements. Promises of BRP 
aid are nice but ephemeral. The Italians know that 
when the Germans get into trouble in Russia or 
wherever else they decide to gel into trouble, they'll 
welsh on Ihe deal and keep them. Ellen there's Ihe air 
force . . . and the navy. They lose 'em, you rebuild 
'em. In short, any competent llalian player will 
know all you will really do is take. Therefore, you 
must work on ineulcaiingin him a fear lhal someone 
will take more. High on the list are the Russians. 

BKITAIN/US— Foremost in the British/US play- 
er's mind should be the facl that he has to achieve 
the most victory centers to win. Any player who 
loses sight of that fact is both bound to lose and 
wasting his time playing. The British, US can really 
tto only one of two ways -either rapprochement 
with Germany or arrangement with Russia. Both 
involve great difficulties. Arrangement wiih Russia 
means a long, hard slugging match that mighl end in 
defeat, and almost certainly will mean less than 
decisive victory. Arrangement wilh Germany will 
mean on Ihe one hand the abandonment of Allies 
(France and Italy), or on the other hand, harvesting 
your victory centers in Southern Russia "la ken 
back" by gratis from the Germans. (He putsa 1-3 on 
I hem and you take it with armour and air force.) 
Remember lhat you begin the game wiih seven 
centers, and to win must get 14 more. Agreemenl 
with Germany means finding them in France, Italy 
and ihe neutrals: or else, if Ihese powers are in on the 
deal, occupying ALLOF RUSSIA AND POLAND 
or its equivalent. Not an easy task. (Re-establish Ihe 
Tzar?) To balance this difficulty the British/ US are 
provided with by far the most attractive items to 
offer to either of the totalitarian powers. To the 
Germans they can offer an absolutely free hand in 
Russia, and NO BRP AID! To the Russians they 
can offer the second front which is really all lhal is 
going to save them from the Germans. (Not 
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necessarily the invasion, but the drain on from line 
troops caused by the need lo garrison the beaches 
and capitals.) 

Then Britain will have people coming to them 
rather than the other way around. As to a Russian- 
German pact, these things really suit the contracting 
parties poorly and are not likely to last. 11", however, 
Britain expects it will hold then the only thing for it 
is to try to unite France and Italy. This is done by 
guaranteeing Italy's neutrality by concessions in the 
Balkans and all out support of France. 

The most fruitful ground lor negotiations and 
arrangement though is Italy. 

The gift of a benevolent Italy is the gift of the 
game. Consider. With Italy neutral (or friendly) all 
forces from the Mediterranean can be stripped for 
home defense and Europe. It means that the British 
and the French can, between them, maintain six air 
flotillas, the equal of the Germans! This alone will 
almost ensure that France will never fall. Without 
decisive air superiority the Germans must bludgeon, 
not blitz. Any gains made can be retaken in no cost 
attrition options. It means with the excess units thai 
there can be NO Sea Lion, and almost unlimited SR 
to the continent, with the French licet doing half of 
it and the remainder of the British ready to intercept 
the Germans. In short, without Mediterranean 
considerations to worry about the best the Germans 
can hope for is to get to the outskirts of Paris by the 
time the Americans (or the Russians) come in. 

This will have further repercussions. In a very 
great sense the stance Italy takes will affect Russia. 
Russia might be prepared to sell you out to the 
Germans under normal circumstances, but he will 
he most unwilling to do so iThe knows the Germans 
will not have Italy as their ally and arc so much the 
weaker. 

1 has, in effect, lining Italy on your side will 
almosi certainly bring in Russia. If he does not. then 
he must declare against Italy and by default, 
Germany. 

As 1 have said before, you have the most to offer 
Italy. Conversely, having Italy on your side will 
make Germany more willing to "go east, young 
man. go east." After all. no Africa Corps ... no 
Italian air force ... no fleets, etc. 

RUSSIA— As the Russian player, you must never 
let one thing out of your mind. That is that both 
sides, Britain; US and France, and the Germans 
Italians (or whatever combination) have much more 
lo gain from seeing you skinned alive than not. You 
must be very wary for boih camps will want to deal 
you down the river. 

Face it, Ivan, you're NOT part of the Allies. The 
British / US would be more than happy to see the 
Germans carve you up instead of them, and the 
Germans would like that just fine. The other side of 
the coin is not so nice. You could offer the Germans 
freedom of action to turn against the west, but there- 
are two serious (laws to that. I'he first being thai the 
west is much harder to defeat than you. The second 
is that you will require your victory centers from the 
most inconvenient places (German minor allies and 
the Balkans). The most opportune deal for you is 
par) of the aforementioned Italian sell out. 

This wilt work because you provide a drag on 
German forces during the years they are fighting 
alone against France, and as such the Allies would 
very much like to have you. Secondly, it is rather 
easy to take the cities in Poland and possibly a few in 
Germany lo get your victory. On the other hand, if 
the Germans make the deal with the British, you are 
not an odds on favorite to survive. Generally then, 
in most arrangements, the savior or Holy Mother 
Russia will be the Red Army. Skillful handling of 
your troops is the only thing that will save you in the 
face or an arrangement unfriendly to you. Not thai 
you stand a chance of winning alone, but you might 



induce the Allies to renege on their agreement with 
the Germans and attack anyway. Generally though 
the outlook in the diplomatic field for vou is prellv 
bleak. 

I would like to take a moment here lo digress. 
Many players may consider this situation entirely 
unrealistic and biased. That it may be biased is true, 
that it is unrealistic is certainly false. As I have said 
he lore, there was great anti-communist sentiment 
rampant in Lurope priorto WWII ESPECIALLY 
IN FRANCE AND ENGLAND. In France the 
rather strong showing of the communists in the 
elections or the '30"s seared the rightists out of their 
wits. The revolving door quality of Erench govern- 
ments of that time was due not only to ineptitude 
and scandal bm also to the absolute refusal of ma n\ 
rightist and centralist parlies lo have anything lodo 
with the communists, and further their refusal to 
have anything to do with any party that would have 
something lo do with the communists. The "Front 
Populaire" which gave France its only government 
of any length in the '30*S was constantly plagued 
with dissensions between Fascist, Monarchist, 
Bonapartist. Cenlensts. Liberals. Socialists and 
Communist parties. I'he government it provided 
could thus be nothing bul barely effective and not in 
any sense adequate. (There were at last count 
something more than .190 separate parties in France. 
which I believe is more than the number of species of 
cockroach). In England, although the party system 
was not as bad, the fear of communism to the much 
more numerous and wealthy upper middle (and for 
that matter lowerl classes accounted for the 
resentment. Remember revolution appeals only to 
people who have nothing to lose. To a great extent 
the French communists came from just this group. 
The English, even the lower classes, on the other 
hand had a very great deal to lose. Then loo there 
was the British Foreign Service which must be 
considered truly elephantine in its memory of the 
withdrawal of Russia from World War I. The 
British knew they almost lost the war in 1918 
because of that, and their experiences with the 
White armies and the Bolsheviks left them with a 
bad taste in (heir mouths. Further, for most of the 
inier-war years the great fear was not or German 
expansion but ol Russian. German rearmament and 
Hitlerian bellicosity came only in the last five years 
before the war. and the truly rabid stage but a mere 
IW'o or three. German demands in territory and 
national sovereignty were, when viewed from the 
principles of self-determination as expounded in the 
14 points, entirely legitimate, nay, even in view of 
much of (he Versailles provisions not explicitly 
aimed at Germany they were legitimate. The 
rearmament of Germany was boih excused and 
welcomed in the west as a counter lo the threal of 
Soviet Communism! (Though it must be udmiited 
this attitude prevailed more in England than in 
France). Priorto Hitler the big bogeyman of Europe 
was the Russians. And it must be added in all 
fairness that the Russians did not help improve the 
picture. It was their age of unfeigned attempts al 
world revolution. All nations were crippled by 
strikes and civil labor disputes which while in some 
cases were not directly sparked by the communists. 
they nevertheless tended to move into ihe forefront 
after they got started and constitute the most 
violent, vocal and visible elements. The Russian 
government itself openly and publicly proclaimed 
its intention to "strike, disrupt and delay" all 
workings of the capitalist state. Top this off with ihe 
vivisection of Poland, devouring of the Baltic slates, 
and the Winler War and you begin lo wonder why 
Churchill ever turned Hitler's deal down! 

In short, the game represents exactly the 
difficulty the Russians would have in sellinganyson 
of rapprochement with the west (provided Hitler 



wanted to deal). Churchill said that to defeat Hitler 
he would ally with the devil if need be. well he did. In 
ihe game there is liltle to gain from a Russian 
alliance unless the Germans will not deal. The 
course of history after the war has proven that ihere 
was little to gain from an alliance with the Russians 
then. 



ITALY I suppose I have always had a soft spot in 
my heart for Italy, both historically and in the game. 
Those beautiful off-white ships of the Navy, those 
wonderful wonderfuls in the Reigna Aeronautica, 
the laughable tanks . . . Ahh. all this and cavalry 
too! But in the game. Italy has lo win on more than 
sentimentality. With a requirement of six victory 
centers, Italy does not have to gain many, two in 
fact. She already possesses four Genoa, Milan. 
Rome and Tripoli. Luckily Yugoslavia and Greece 
lit the bill nicely. They a re also small, relatively poor 
and highly inaccessible countries visa vis the Allies. 
On the olher hand, that wonderful prohibition 
against (he Germans from attacking (hem seals off 
the only viable assault route on these neutral 
centers. Italy itself is not easy to assault amphibious- 
ly. There arc two choices for Italy. She can declare 
war or not declare war. Not declaring war will be 
profitable only if an agreement is reached with the 
Allies that will allow Italy freedom to take her 
centers at her leisure and then stand pal. Il is 
perhaps the Irump card of the Italians, and in fact is 
one of the most powerful deals in the game. 
Certainly it can be the most far-reaching of any of 
them. Any other accommodation with the Allies 
should be avoided. Such other arrangements will 
without fail involve declaring war on the Allies. The 
Allies might offer Malta or the centers of South 
France, bul I think this is a bad bet. Peace, like 
virginity, once brokeo can never be mended. The 
Italian paucity of BRP's al leasi early in the game, 
works to her advantage because lo declare war 
consumes so much of them. Hence they act as a 
guarantee to Italy's friendly compliance rather than 
a spur to attack the Allies. The second alternative is 
to attack. I consider this by far the lesser of the l wo 
because: I The BRP cost. 2. The difficulty of 
attaining any neutral centers (the Krauts hog it all 
for themselves). Denied the easy kills, all that is left 
is the rocky road to Sue/. 3. The difficulty of gelting 
and retaining any centers taken from Ihe Allies 
(taking them usually means bringing the Germans 
along and you know how the neighborhood goes 
down when they move in.) 4. You get your fun early 
in the war, but you are very soon called upon to send 
10 factors (usually your air} to do Hitler's bidding 
(some crummy inlerceplion or soakoff), usually in 
Russia where you have ABSOLUTELY NOTH- 
ING TO GAIN! 5. Being the weak member of 
the alliance, when the British US make their return 
you are going to be the first to die. There are 
however very good reasons for throwing in with the 
Germans. Perhaps the besl is the historical one. 
(Mussolini believed the Allies were turkeys and 
couldn't figure out the rules, and Hitler could.) If 
you have a strong sense that this may be true in the 
game you are playing then by all means throw in 
with the Germans. 

On the olher hand the Allies may not deal. In 
this case you should still make a pretense of dealing 
with the Allies (the German will never really know) 
and extract a full pound of flesh from the Germans 
for any aid you give them. By this I mean the 
following, I. Make SURE you get the Greek and 
Yugoslav centers and BRP's. 2. Make sure the 
Germans give you some BRP's besides. 3. Stipulate 
quite clearly to the Germans that no troops to 
Russia, in fact no Italians outside of the Mediter- 

Continued on Page 32. Column 3 
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GERMAN: J. R. Jarvinen 
RUSSIAN: Robert Beyma 
COMMENTARY: Richard Hamblen 




If nothing else. Richard Jarvinen deserves credit 
for being the firs! to have the gumption to stick his 
neck out and tackle publicly the thankless task of an 
initial Russian defense against the German's 
unstoppable first turn blitzkrieg in THE R USSIA N 
CAMPAIGN. His treatise on the subject which ap- 
peared in Vol. 13. No. 6 has been roundly criticized 
by just about everybody ever since. To his credit, 
however, no one came forward with a viable 
substitute. Apparently, it is easier to point out flaws 
in another's hypothesis then formulate one 
yourself, in any case we asked him if he'd like to put 
his defense to the test in the form of a series replay 
and thus this match was born nearly two years ago. 
After a short life in the postal wars and a longer 
hibernation in our files while awaiting neutral com- 
mentary, the game now finally gets its day in print. 
While the result was lop-sided, to say the least, it is 
important to point out that Mr. Beyma was 
prepared for what he met when he crossed the 
Soviet borders and had the advantage of a great 
deal of advance planning before unleashing his in- 
itial attacks against a well scouted defense- 
Robert Beyma needs no introduction to long 
time GENERAL readers. He has been a con- 
tributing editor of note for many years and is a 
regular top flight competitor in the national 
ORIGIN'S tournament scene. He more than 



qualifies as a competent opponent. His comments 
were written after 1st impulse movement but before 
combat resolution. 

Richard Hamblen is. of course, a noted member 
of our design staff and was instrumental in clearing 
up existing ambiguities in the first edition rules. His 
popular "What If" variant now adorns the 3rd edi- 
tion rules. In addition, he ranks as the house 
authority on the game, handling all nutmail ques- 
tions pertaining to it, and regularly hosting our na- 
tional RUSSIAN CAMPAIGN championship 
tournament at ORIGINS. Few can comment on the 
game with as much authority. His comments are 
presented in italics. 



Russian Setup: 

Well, this will be the first operational test of the 
Viipuriisee GENERAL. Vol. 13, No. 6 for specific 
details of this defense). Basically, the problem is to 
prevent any massive German breakthrough while at 
the same time to leave escape routes for the from 
line units after the initial German assault. No easy 
task, considering Rob is a very aggressive and com- 
petent player. I'm sure I'll have my hands full for 
the first few turns. 

I should add that although we are playing using 
the 2nd edition rules, we are not usingany of the op- 
tional rules available. 



Opening German Commentary: 

I am a relative newcomer to RUSSIAN CAM- 
PAIGN. The reader should bear this limited ex- 
perience in mind when reviewing my play and com- 
mentary. 

I[ appears to me that the Germans should either 
win or draw the Campaign game. I plan to attack 
vigorously in 1941 and 1942. If I can capture 
Moscow I will try to corner the Stalin unit in order 
to win. If it becomes evident that 1 cannot win I 
plan to go over to the defensive and assure a draw, 

I believe that the Germans would have to be for- 
tunate to capture Leningrad or Moscow in 1941 
against a competent Russian player. If the weather 
holds in the Fall and the situation presents itself I 
will try for either Leningrad or Moscow. Otherwise, 
I will concentrate on killing Russian units and mak- 
ing territorial advances in the south. I expect to 
make winter quarters in Smolensk and Vitebsk. In 
the south 1 plan to take Kiev and hopefully either 
Kharkov or Stalino. 

I hope to fight the decisive battle in 1942. The 
Russian army can really be bled in 1942 with 3 or 4 
turns of clear weather. 1 hope to kill enough worker 
units and advance far enough to cripple the Rus- 
sians by winter. II' that is the case I will be able to 
mop up in 1943. 




tiF.KMAN MAV/KNi: I SI IMPi;i,SK:The Finnish from b Static, 
wasting what wilt probably be [he Finn's only 2-1 allack on any Rus- 
sian unit. In the Baltic Military District the Soviet's 1st and 7ih ARM 
arc attacked al 5-1 wiih a L>3 result. The 1st ARM is eliminated and 
the 7lh retreats 10 HIS. In Ihe Western Military District [he Soviet 
10th in Kaunas is attacked at 4-1 with ait exchange eliminating the 
German 5lh I NP. The Soviet 4ih Army is eliminated at 5-1. Further 



south the Soviet 3rd INF in [lie fores! al 1. 2 3 is eliminated al 5-1 with 
the Axis losing the Italian 3rd Corn m exchange. Al Bresl-l.ilovxk 
Ihe Germans force a surrender of ihe Soviet 3rd CAV al 7-1. In the 
Kiev Military District Army Group South starts things off with a 7-1 
DE vs. Ihe Soviet 1 Ith ARM. To thesonlh-west a 5-1 Iwilh the aid of 
a smka uitii) on ihe Soviet 5th INF forces a retreat lo 517. Thc4th 
CAV in Ihe Odessa Military District was AV'd during the movement 



phase, which allowed two armored and a grenadier unit lo advance 
on both ihe Soviei 5th CAV and I2ih INF. With the aid of the third 

stukaa4-l is obtained on both units which promptly surrender. Fur- 
ther south, the Rumanian CAV is eliminated in a 1-3 soakoff vs9th 
INF. 
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OPENING COMMENTS: The Russian army and 
territory are mutually dependent; the army rapidly 
melts away without the replacements supplied by 
the territory 's worker units, and the territory is easi- 
ly overrun without the army's protection. This 
mutual dependency means that the Russian player 
must protect both of them; if he can keep them 
strong enough to protect each other (sacrificing ex- 
cess strength in one to reinforce the other when 
threatened), their mutual support will ensure they 
constantly reinforce each other lead in a to Russian 
dominance in the game. 

The Axis player starts the game with enormous 
attacking superiority that rapidly melts away with 
each Axis casualty, each additional Russian unit 
reinforcement on the board, and each Stuka that 
flies out of the game. As a result the Axis player 
needs to limit his o wn losses while inflicting enough 
to keep the Russians weak — in order to keep his 
own attacking superiority for as long as 
possible — and he needs to make the best use out of 
his attacking power while he has it, getting the max- 
imum advance (to conquer territory) and the max- 
imum attacking power (to conquer the Russian ar- 
my) out of every Axis unit every turn. If he can do 
this he will have extra turns of attacking power with 
which to win the game; if he fails his attacking 
power will wither away too fast until the Russians 
gain the superiority and eventually win the game. 

The key elements are the armies. A strong Rus- 
sian army protects the territory and diminishes the 
Axis attacking power faster than usual; a weak ar- 
my loses its territory and gives the Axis a gift of at- 
tacking time. A strong Axis army has extru lime in 
which to win the game, a weak one loses time. This 
means that both sides need to play a delicate balanc- 
ing game of inflicting enemy casualties while 
limiting their own losses; the player who can gain an 
advantage in this balance will automatically gain 
lime and territory, leading to even more of an ad- 
vantage until the game is won. 

RUSSIAN SKT UP: The Russian player starts the 

game at a great strength disadvantage that cannot 
be repaired until the bulk of the Russian army ap- 
pears as reinforcements on the third and fourth 
turns. As a result the Axis is automatically slated to 
gain time and territory for three turns; the Question 
is how much the Russian can limit these gains by 
delaying the Axis advance, inflicting Axis casualties 
and saving his own units. He can delay the advance 
on the first turn simply by preventing penetrations, 
but the problem is that he then faces two more turns 
in which he must continue to delay with an inade- 
quate army. He must keep enough units alive each 
turn to serve as a defense on the next turn(s), while 
he is preventing the penetrations. A Hacking to in- 
flict extra Axis casualties will pay dividends when 
the Russian reinforcements arrive and the game 
stabilizes (it may also weaken the Axis and slow 
down their advance in the critical early turns), but 
the Russian must make his defenses and attacks 
with the knowledge that in the early turns his losses 
affect the ratio of strength much more than the Axis 
losses— it is his own losses that should be upper- 
most in his mind- 
There are three good ways the Russians can limit 
the Axis advance: prevent automatic victory 
penetrations, force the Axis player to lie up units in 
attacks to the rear of his advance, and force the 
Axis player to chance low odds attacks that have a 
chance of a 'CONTACT' result that can freeze a 
significant number of Axis units for an impulse. 
There are also three ways the Russians can limit the 
casualties he takes: set up in strong positions that 
force the Axis player to settle for low odds attacks 
that lessen the chances of Russian losses, increase 
the chances of Axis losses and can have a 'C result 
that wastes an impulse's worth of attacking 



capability; set up in blocking positions that force 
the Axis player to make automatic victories just to 
get to Russian units on first impulse— automatic 
victory odds are poor for attrition and also prevent 
the A Ving units from attacking on the next impulse, 
further weakening the attacking strength; and, if 
things get desperate, just move out of attacking 
range and sacrifice territory to save units and force 
the Axis to waste an impulse or turn of attacking 
opportunities. With these thoughts in mind, we will 
look at the Russian setup one district at a time. 




I 'INLAND: The Russian setup is not quite as 
strong as it should be; the Axis can attack the 5 at 
1-1 and the 4 at 2-1 if he wishes, without fear of the 
second impulse. Also, the Russians may want to 
move a unit out to help on the main front; since I he 
doubled 4 is just as good as the doubled 5 in holding 
off the Finns, It should be the 4 that stays and the 5 
thai goes— so the 5 should he on the rait line. The 4 
and 5 should switch positions. 

BALTIC: The setup prevents penetration, but it 
alio ws the Axis to attack t wo units at 5- 1 on I he first 
impulse (no chance of a contact) with 10 points—a 7 
and a 3 — left over for deployment elsewhere; even 
worse, the rest of the units will then be wide open 
for a second impulse attack. Switching the 5 with 
the l wo armor units would risk only one unit instead 
of two, while switching the 6 instead would force 
the Axis to use a Stuka or gamble on a 4-1 (at best) 
with its possible 'C result. This set up is too 
vulnerable to casualties; the Baltic is a relatively- 
strong area and at least one unit should have a 
chance of surviving, 

WESTERN: The setup prevents penetration 
(more or less — a fair penetration over the 3rd 
cavalry, 5th armor and 8th armor, and possibly the 
6th cavalry as well, is possible but not particularly 
desirable), but it is too vulnerable to casualties. Too 
many units are where they can be attacked easily 
and with great ejficiency, without risk. For exam- 
ple, 16 points and a Stuka atlackingfrom 121 gels a 
safe 5-t against two units; the 3rd infantry in the 
woods is dangerous (Only an A V is safe from a 
retreat result that becomes a devastating 'C result 
because of the woods), but can be 'smothered' by 
an attack against 8lh armor from M22 on the sec- 
ond impulse while soaking off against the 3rd— the 
3rd would then self des tract before the next Axis 
turn. The setup has too much strength upfront and 
allows the Axis to attack with too much efficiency, 
which either frees too many Stukas and units free to 
be deployed elsewhere or (if the Axis wishes) results 
in too many riskless Russian losses. 

KIE V; Here the Russian forces are strong north 
of the mountains, forcing the Axis to commit units 
and Stukas or forcing them to settle for risky low 
odds attacks. South of the mountains the setup a/so 
forces the commitment of units or Stukas— but it 
does not stop the penetration. Twelve points and a 
Stuka at W25 gets a 4-1, with t wo chances in six of a 
breakthrough into the rear of the Russian position, 
one chance of a 'C result (an Axis setback), and 



three chances of a neutral result. Two to one odds 
of blowing the Russian position apart are not bad 
odds, particularly against a strong player. 

In the Kiev district the Russians have the tasks 
of blocking the T24 mou mains and the T26 pass, 
keeping the A xisfrom deploying in strength in front 
of Kiev and salvaging enough units so that they can 
be strong enough locally to confront and delay the 
Axis forces in the area for a turn or more. This set 
up threatens to let the Axis pocket the whole group 
from the south, losing the mountains, ihepass. and 
the units and alio wing the Axis into the plain before 
Kiev. The Russians should have more strength 
and/or better positioning in the south at the ex- 
pense of the forces in the north, with better posi- 
tioning in the north to make up for the loss of 
strength (notice that in the north sixteen points and 
a Stuka in Q25 gets a safe 5-1 against two 
units— again). 

ODESSA: Here the setup prevents a deep 
penetration, but the weakness at ¥25 is what allows 
the potentially disastrous attack in the Kiev 
district. The Russian knows that the Axis can A V 
exactly one three point unit (using a Stuka, and with 
a soak-off unit left over), so he must be very careful 
where he places his three point units or the Axis will 
blow a hole and pour reinforcements from every 
front through it. There are many deployments that 
prevent this, however, and that do not open the 
south flank of the Kiev district, do not alio w the at- 
tack and retreat forward ploy from hex BB25 and 
do not allow the double attack with a Stuka against 
two units (from Z26). 

Overall, the Russian defense prevents deep 
penetration but leaves its units open to heavy 
casualties; this ignores the potential disaster at hex 
W25, which is simply a flaw. The Axis should inflict 
heavy losses with little risk and low casualties, yam 
ing time critically early in the game. 

May/June 1941 German Commentary: 

The Russian defense seems to be a very strong, 
well conceived one. The defense of (he Baltic is par- 
ticularly effective. However, there are a few 
weaknesses which I hope to exploit. 

The key attack is the 4-1 using a STUKA versus 
12 INF and 5 CAV. This attack is made possible by 
an automatic victory versus 4 CAV. Any result 
other than a CONTACT will insure surrounding all 
forces of the Kiev Military District. If 12 INF sur- 
vives the attack (D[, EX, DR) it can be retreated to 
Y24 where it and 12 ARM can be attacked at 2-1 
SURROUNDED in the 2nd impulse. R CAV soaks 
off against 9 INF at 1-4 but with a retreat route to 
BB24 in case of an AR. 20 INF and 38 INF are in 
position to provide a necessary 2nd impulse soakof f 
and protect Bucharest. 

The attacks on the rest of the front are designed 
to kill as many Russian units as possible. Note that 
in the Western District 3 INF, 4 INF, and 10 INF 
may be retreated to K22 where they can be isolated 
by 2nd impulse attacks on 6 CAV and 8 ARM. 

AXIS TURN ONE: 

First Impulse: The Axis make maximum attrition 
attacks and hit the hole at W25, threatening to 
pocket the Kiev group; strategically this is exactly 
right, threatening to wipe out the entire front line 
strength of the Russian army. If this succeeds the 
Russians will be critically short of units with which 
to slow the Axis advance the next two turns. 

RUMANIA AND SOUTH: The big gamble is 
taken at W25. The execution is flawless; notice that 
large forces must still be committed north of the 
mountains in the Kiev district to defeat the forces 
there and close the pocket from the north. 
However, whether the (¥25 attack works or not, the 
Axis will need large reinforcements south of the 
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(;krma\ MAY/TONE 2nd IMPULSE: In the Bailie Military 

Districl the Russian I llh Army iselmtinaied ai 4-1 , Further south the 
German loses [he 42nd INI-' in an exchanges) 4 *' tJn ,hc Russian 8th 
Army. In the Western Military Districl Ihe Soviet 6lh CAV is 

eliminated in a?- 1 . Fan her south ihe Russian Slh Army surrenders so 



a 5-1. The nearby 5th Army has heller luck and retreats into the 
woods .:: M20 following its 5-1 defense, in the lues Miltlary District 
IhcSovicI 26th ENF is eliminaled al4-l surrounslcd as is the 6th INF 
which would have escaped had it noi heen surrounded. In I he Odessa 
Mililarv District the. 121ft ARM is eliminated in a 4-1 . Farlher sotith 



Ihe German .sSlti INF continues the necessary soakofi vs the Soviet 
fish INI- which made Ihe previous AV possible. The German survives 
Ihe t-4 and relreals his unit Jarward to KH24. 



mountains for use on the second impulse; if Ihe at- 
tack works they could exploit the victory and if it 
doesn t they wilt be needed to recover the situation. 
The Axis brings in only 17 points from other 
groups, however, which means that he will he weak 
both on this turn 's second impulse and on Ihe first 
impulse of next lurn — the units north of the moun- 
tains will be nearly out of range even if the attack 
works and the pass is cleared, Br failing to rear- 
range his Kiev attack or his reinforcements to place 
more units in the south, he is risking disaster if his 
at lack loses and lessening his gains if it wins. 

CENTRE: When the Axis player is seeking to 
maximize attrition 5-1 attacks are his best friend, 
particularly when he is attacking two or more 
defenders in the same attack; apart from Ihe best 
casualty yield, it avoids the wasteful 'C result. His 
worst enemies are penetration attacks— which have 
afar worse attrition yield, lose the units' attacking 
capabilities on the second impulse— and the 'C 
results (or interlocking ZOCJ that can freeze anils 
and prevent them from moving on Ihe second im- 
pulse. 

The Axis Centre group is making its best attri- 
tion attacks, avoiding automatic victories and rely- 
ing on the 5-1 and 7-1 (which have the extra advan- 
tage of minimizing Axis tosses) attacks. He is taking 
some unnecessary chances concerning 'C results, 
however — the 5-1 against the 3rd in the woods and 
the 4-1 against the 10th infantry risk lying up 45 
points from advancing on the second impulse. 16 
points and a Stuka in the north, an AV (20 points) 
against the 3rd cavalry and a first-impulse attack on 
the 5th armor followed by a second-impulse A Von 
the Slh, smothering the 3rd infantry and un doubl- 
ing the 6th cavalry, would take about 70 points, 
freeing 1 1 to help in Kiev; and it would be perfectly 
safe. On the other hand, if the Axis player is lucky 
he will do far better with the attack as it stands. 
He'd better be lucky. 

NORTH: What else? 



FINLAND: With the Axis attacking to max- 
imize attrition across ihe board, he really should at- 
tack in Finland, even if only a 2-1 against the 4-3. 
The extra unit that can be sent from Finland will 
help to repair the damage he is doing with the rest of 
his attacks. 

Second Impulse: The Axis was very lucky in the 

critical die rolls that could have tied up units or 
stopped his penetration. The attrition rate is also 
running higher than average, which helps him. He 
is, after all, pursuing an attrition strategy — even 
though his losses are twice the average that could he 
expected. 

The Axis continues the attrition policy in fine 
style, with high odds attacks across the board. The 
Russian army is definitely going to be weaker than 
normal, but an interesting aspect is starling to show 
itself; since attrition attacks do not gain much 
ground. Ihe Axis player is not gaining much ter- 
ritory. His units in the Western Military District 
and in the Northern part of Kiev are going to finish 
the lurn in positions thai are noi really very ad- 
vanced, even if they succeed in wiping out the Rus- 
sians entirely. The Russian weakness will pay off in 
Axis advances during the next two lurns, but the 
second of those turns is an imponderable because 
weather can slop the Axis short without any Rus- 
sian units at all. With the Russian army decimated 
and the Axis penetration limited, weather's impact 
on movement is going lo be very important. 

There are a few flaws in the Axis positioning. 
Most importantly, there is only one II Q in the south 
and it is vulnerable lo a counterattack; combined 
with the Axis weakness in units in the area, this 
could allow Ihe Russian to repair his position in 
from of Kiev despite the Axis triumph at W25. One 
HQ should have gotten lo 022, where it could help 
against the south, against ihe Dvinu river line or 
against the tipper Dnepr river line as needed. As it 
stands, with the Axis positions not very far ad- 
vanced, ihe Russian player can force the Axis lo 
waste most of his attacking potential next turn 



simply by staying out of range in the north and rein- 
forcing in strength in the south. There are some 
placement flaws: Ihe 38th infantry should retreat to 
BB23, clearing the rail line; Ihe 3rd panzer should 
advance to V22; it would still compromise the river 
(although not quite as well), but it would free the 
rail line and it would protect South HQfrom a two- 
impulse offensive out of Kiev. Most importantly, 
however, the Axis fails to take Odessa. The Axis 
really needs lo lake Odessa while their attacking 
forces are advancing in the area: ihey are going to 
have to take it eventually, and units that are sent 
back after it later have to be remo vedfrom the main 
from for a couple of lurns. Besides, it is never 
weaker than at the start; it can be continually rein- 
forced by sea. and eventually the Russians can place 
a worker there and start to place replacements, 
turning it into a major incursion in the Axis rear! 
Once more, the casualties inflicted run higher 
than the expected results for both players, and once 
again this favors the Axis attrition policy. 



Russian May-June '41: 

Ouch! Obviously there was a slight crack in my 
Kiev-Odessa setup, and Rob really took advantage 
ofit. Small consolation that he admitted that my ar- 
ticle gave him his idea for the big breakthrough. In 
retrospect, il appears that the 12th Armored should 
be repositioned toX24 or X2S, while the Kiev group 
should be pulled back in order to show a smaller 
front and prevent the easy isolation of the units in 
the mountains. The Baltic and Western groups did 
their job but paid a terrible price. Anyway, it will be 
a long while before his infantry ever sees the spires 
oT the Kremlin. I can'i understand why he didn't 
take the 2-1 against the 7th Infantry on CIO. The 
worst lhat can happen lo the Finns is an Al , which 
can hardly hurt, whereas if he wins the attack, I 
would have to either fight them lo regain the river 
line or retreal, which would eventually allow him to 
close off Leningrad from the North. 
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SO* IKT MAY/JUNE '41 TURN: The Russians pull hack in the 

north while an aeki tig in I he south. Both units in Kiev move to attack 
the German 3rd ARM al 1-1 but are repulsed; the t2th ARM 
retreating to V2\ and the ISlh INF to ¥21. The Soviet's 5lh INF is 



eliminaied in a I4vt the German I4lh ARM and 17th and 44th JN'F 
at I 4 The bypassed 9th INF also attacks al 1-2 eliminaijag Ihe 
RLiiiuoiiail 4th INF in an exchange. On the whole the Soviet positions 
remain relalivcly unchanged during their 2nd impulse. On the Fin- 



nish from ihe 7!h & 23rd INF still occupy BIO. In the Kiev Military 
District the 3rd and 4th ARM attack the German 52nd PG al 1 -2 but 
are repulsed and eliminated due to isolation. Olher second impulse 
moves are shown with arrows. 



For Ihe first time in my RUSSIAN CAM- 
PAIGN career [ don't have enough units to fulfill 
all of my objectives for the first turn. 1 can't even 
garrison both Odessa and Sevastapol, which 1 nor- 
mally consider manadatory. However, Odessa 
seems to be the logical choice, as a garrison there 
will slow down his troops and Sevastapol can only 
be taken by an invasion, which I doubt that he'll 
risk. I'm mildly surprised that he would stick his 7th 
Armored out where [ can get a shot at it. Obviously, 
he wants to break the Bug, but perhaps 1 can make 
him pay with a small counterattack . 

Unfortunately my 1-1 fizzled. I could have 
brought up another armored unit in order to at- 
tempt a second 1-1 in the second impulse, but I am 
so desperately short of units that 1 just couldn't af- 
ford this indulgence. 

As he has diverted 16 factors from AGC and 
AGN to AGS, it appears as if he is going after the 
southern production centers in a big way; thus I 
have responded in kind by shifting most of my 
forces to the south to meet this threat. Luckily he 
has only one HQ in the south. Otherwise he could 
take Kiev in July after overrunning the 12th Ar- 
mored. But now if he overruns either the 12th or the 
18th, he won't have enough factors left for a decern 
shot at Kiev. 

RUSSIAN TURN ONE: With the Axis pursuing a 
{successful) attrition policy, the Russian is rich in 
territory but weak in units. The obvious policy is to 
use the territory to take the pressure of/ the army , to 
give ground and get out of range, or put simply, to 
run like a bat out of hell. Alternatively, the Rus- 
sians can try to sacrifice their army entirely to really 
clog up the Axis advance, massing units right in 
front of the Axis armies the blocking units will be 



eliminated, but the Axis will not advance much and 
the game wilt come do wn to the question of whether 
Ihe weather will stop Ihe Axis advance on the third 
turn; nothing else will he able to, since the Russian 
army will be gone). The one thing the Russians 
should not do is give the Axis a good advance and a 
good attack— bur this is exactly what they do. This 
is the turn where the Russians give away the game. 

The Axis has a lot of strength in bad positions in 
Ihe north, and it is very tempting to just get out of 
range. Unfortunately, the Russians choose to de- 
fend the Dvina, the upper Dnepr and the region in 
between, just within Axis striking range on the first 
impulse. Creating a solid Russian defense rei/uires 
forming a solid front tine of units backed by in- 
terlocking ZOC, so that to penetrate the Axis must 
mass A Vsjust to get to the second line on the first 
impulse, tying up large amounts of strength. Open 
lines (alternating units and ZOC) can be wiped out 
or penetrated, regardless of their strength. Here, 
the severe Russian losses leave them with too few 
units to form solid lines in the north and the south, 
so they set up open lines in both places, inviting 
destruction. They would do better to abandon Ihe 
north and mass solid lines in the south, where the 
Axis weakness offers the Russians the chance for a 
successful confron tation. 

There are some technical flaws as well. The 
placement of the 3rd panzer offers the chance for a 
two-impulse attack aimed at HQ south which 
would realty screw up the Axis if it worked, but the 
Russian attempt in this direction is simply too 
weak. Odessa should be reinforced with a large 
replacement. Too much Russian strength is tied up 
in the rear; the 4 at Rostov could be replaced by a 



weaker unit, and using two units to hold off the 
Finns is simply ridiculous in tight of the Russian 
manpower shortage. 

There 's a bizarre note to this game that 's worth 
mentioning as a warning to those who write strategy 
articles and then get involved in a series replay. I 
don V want to deter anyone from either activity, but 
when you commit yourself to a strategy in print you 
have a natural desire to vindicate that strategy in the 
replay — even when your opponent is going to ex- 
treme lengths to make that strategy inapplicable in 
ihe game being played; you have a tendency to stick 
with the strategy to prove its worth even when the 
game's events make a change in strategy more 
desirable. Now, the Viipuri defense is based on for- 
ward defense in strength and Mr. Jarvinen is still 
trying to implement that defense even though the 
Axis player has craftily destroyed the strength that 
is necessary to make it work. He is sacrificing the 
game to try and salvage the strategy, ft just goes to 
show you should always be flexible in choosing and 
changing your strategy — and that show biz has its 
dangers even in gaming. 



Jul/Aug 1941 German Commentary: 

The big attack this turn is a 4-1 vs Kiev, This is 
made possible by the Automatic Victory versus 12 
ARM, giving me a slightly better than 90% chance 
to take Kiev this turn. 

On the rest of the front 1 am trying to kill as 
many units as possible. My forces in the north and 
center will be in position to threaten a drive on Len- 
ingrad or Moscow next turn. 
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GKRMAN JUl.V/Al GIST Isl IMPULSE: The Finnish front e 
mains quiet. Along the Baltic the Germans reach Ric.i, and attack it 
at 5-1 <wiili air support) [airing the city ai the cost of the 2nd INI- 
which is lost in exchange. Northeast of Vitebsk German armor and 

AXIS TURN TWO: The Axis continue to maximize 
attrition at the expense of penetration. This will 
lead to a strong unit strength position even after the 
Russian reinforcements pour onto the board, but 
once more by limiting his advance the Axis player is 
gambling on having good gambling weather in the 
fall. If he can get to things he'll be able to attack 
them, but will he get there? 
Kirs! Impulse: The Axis player is not even taking all 
of the penetration he can gel while attacking to 
maximum effect. A 6, two 4s and a Stuka against 
Riga and two Ss and a Stuka against the 6lh armor 



air throw a bridgehead across the river and eliminate the Soviet 7[h 
ARM in (be process with a 7-1, In [he south the Germans AV (he 
Soviet I2ih ARM thanks (o the unexpected arrival of a Mountain 
unit which allows Itaem to rcaeh Kiev wilh three armor units. Air sup* 

on LI4 would break the Dvina from both ends, 
leaving the rest of the forces to mop up and an Rand 
a 7 to attack the 5th armor on NI5 on first impulse. 
This would allow the units to advance farther, and 
the 2nd armor could be attacked second impulse; all 
of these attacks would be safe from contact results 
and armor casualties. The move as actually played 
breaks the Dvina all right, it just lets the 2nd escape 
and gets less penetration than it could. 

In the south the Axis just barely gets away wilh 
his sins. Odessa, tin reinforced, falls to all in an at- 
tack that could have been unpleasant but once again 



port makes possible a 4-i which results in the surrender of (he city 
garrison . Odessa falls to a 5 ■ I surrounded which el i nt i nates t he Sov Let 
2nd CAV for failure to retreat. 



the Axis player survives a risk unscathed. He takes 
another risk against Kiev and comes up lucky again. 
By winning his risky attacks the Axis player again 
makes complaints sound a little querulous, but in 
fact he would have done better to simply use his 
southern Stuka to ensure Odessa's fall while mass- 
ing units before Kiev and wiping out the 12th ARM 
and 1 8th INF on the first impulse and 'smothering' 
Kiev by attacking the 22nd on second impulse; this 
would inflict some extra casualties, make more of 
an advance towards Dneprepetrovsk and, by mak- 
ing the soak off against Kiev a 1-1 from VI9or V20, 




GERMAN JIU/V/ AUGUST 2nd IMPULSE: Army Groups North 

and Center continue to advance, crossing rivers and destroying 
Soviet units with impunity. South of Riga the Soviet lOlh ARM is 



eliminated in a 7-1 surrounded. Southeast of Vitebsk the Soviet 6th 
and 5th ARM are tost in separate 7- Is, Southwest of Kiev the Soviet 

llsth INh is AV'd allowing the Germans to concentrate against the 



Russian r>rh i: As loi ,i I -.urn led 
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SOVIET JULY/AUGUST '41 TURN: Stalin nees to Archangel. 
Replacements bring back the 27lh INT-", JOih ARM. and I he 2nd 



allow the Axis to relreal forward and break the 
swamp tine with major forces. 

But why cavil? Technically the Axis play is 
flawed, hul strategically is is going very well. The 
units on V 19 are important, Russian casualties are 
heavy and the Axis is one good turn away from in- 
flicting real damage. 

Second I mpulse: The Axis attacks en vetop the posi- 
tions that were compromised during the first im- 
p u Ise. The o verwhel/n ing nature of these at tacks is a 
tip-off that they are using more strength than is 
really necessary; with a little better play that extra 
strength could have gained some additional 
ground. 

One thing that is worth mentioning about the 
Axis' ovewhelming attacks is that they minimize 
losses, and the Axis is in very good shape regarding 
casualties. Actual losses are still running ahead of 
expected losses for both sides, but the Axis army 
still has conserved its strength remarkably well. 



Russian July- August '41: 

Err . . . ahh . . . what was that 1 said about 
Kiev? Actually the theory was correct but my ap- 
plication was ridiculous. Which means I completely 
overlooked the 49th Mountain Corp, which was the 
key to the whole attack. Which also means I have 
just handed him the bulk of my troops. My only 



CAV. tn his second phase, Ihe Soviet moves STAVKA lo U3. Rein- 
forcements appear in Moscow and Kursk. The illustration shows [he 



possible move this turn was to withdraw, holding 
some strong points, and pray for mud. Note that 
with heavy MUD, AGS won't have anybody to at- 
tack during the first impulse. (It's nice to be able to 
find a bright spot in almost anything.) Delay units 
would be nice (like in Dnepropetvsk, for example), 
but can anybody tell me where they're coming 
from? With clear weather it would be possible for 
him to get a 1-1 against Moscow, so it seemed ap- 
propriate for Stalin and Stavka to lake a small leave 
of absence. The 2nd Cavalry and 2nd Armored are 
to prevent such a 1-1 attack from surrounding my 
glorious capital. I have counted very carefully and 
the 18th Infantry on E 12 cannot be overrun (he says 
. , .). I released one of my units from the Finnish 
front as 1 doubt Rob would take a 1-1 attack against 
the 7th on BIO when, afterall, he refused the 
original 2-1 . 

On the dark side. 1 can honestly say 1 have never 
lost so many tinils in two turns before. It appears 
disastrous, but hope springs eternal . . . 

My basic strategy now, which is considerably 
different from that with which 1 started the game, is 
to abandon the south except for strong points in my 
production cities. I anticipate my winter line to 
stretch from Leningrad (which is why I am so deter- 
mined to hold it) through Kalinin and Moscow to 
Gorki. Undoubtedly he will penetrate the moun- 
tains around K 10, but 1 hope to regain this area with 
a small winter offensive. If the weather remains 
clear though, I may as well pack it up. 



game positions at [he end of the second impulse. 



RUSSIAN TURN TWO; Now the Russian has 
nothing left with which to defend except weather 
and space. He abandons the front and prays for 
mud, any kind of mud; he is giving up his last 
reserves of space to save what 's left of his army. The 
space will be enough if the weather is bad, but clear 
weather will allow the Axis to regain lost ground 
and finish off the Russian position. Technical note: 
as a hedge against light mud, the Russian player 
should really leave a blocking unit in front of 
Kharkov, as he has at Leningrad. 

Sepl/Oet 1941 German Commentary: 

The weather roll has, temporarily at least, saved 
the Russians. As in most Eastern Front games, one 
weather roll is worth quite a few normal attack 
rolls. 

This turn 1 will clean up the Russian forces in 
front of Leningrad. 1 will be able to assault the city 
at 4-1 next turn if 1 get CLEAR or MUD weather. 
The 1-1 with the Finns is an attempt to put more 
pressure on Leningrad. One Finnish unit can always 
be replaced next spring. 

In the south I have to settle for a 50-50 chance of 
taking Kharkov during the 2nd impulse. I will need 
CLEAR or LIGHT MUD to advance any further 
next turn. In the center I am preparing to go on the 
defensive for the winter. 

I feel that I will be in excellent position if I can 
take Leningrad and Kharkov before winter. If not it 
will be a hard fight in 1942. 
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GERMAN SEPT OCT 1st IMPULSE: Due to his shortened move- 

merit capacity in I he LIGHT MUD and [he large scale withdrawal of 
Soviel units the previous turn, the German appears to be metely ex- 
tending his rail and supply lines. Although the Finns finally attempt a 

AXIS TURN THREE: Light mud, and now the 
Axis pays the price for not advancing to the utmost 
last turn — he cannot quite gel to things so his at- 
tacking potential is wasted. About all he can do is 
get into position for the next turn and pray for good 
weather. 

The Axis closes in on Moscow and Leningrad, 
clearing the approaches, but again there are 



1-1 north of Leningrad LI is repulsed with Ihe loss of the Finnish 7th 
INK In the South Ihe Germans spread out from Kiev along Ihe rail 
lines, moving towards Dnepropetrovsk and Kharkov, In the center 
Vitebsk is consolidated, as is Smolensk. To the north, ihe approach 

technical flaws: moving within three hexes of 
Moscow just gives the Russian a chance to 
counterattack with bad weather impending, in 
hopes of inflicting some casualties to make up for 
his own weakness; and sending the panzers against 
Leningrad is a mistake (although a popular one), 
since their mobility is far more important out in the 
Bryansk plain. On the other hand, the Axis makes 



io Leningrad is cleared by a 7- 1 which lorees [hesurrender of Ihe 1 oth 
INF. 



some very nice plays as well — moving the forces and 
HQ out into the Bryansk area is important 
strategically, widening the front against Moscow 
and the southern cities at the same time, and mov- 
ing the infantry unit to J 10 does the same trick 
north of Moscow— there is a nice point to this 
move, since it forces Ihe Russians to detach units to 
deal with the threat at a time when he is still weak 




GERMAN SEPT OCT Ind IMPULSE; The German effort toclear 
Ihe approaches ro Leningrad continues svith a 5-1 surrounded attack 
on the Soviel 27ih INF which eliminates Ihe German l(>th INF in an 
exchange. There is no eombai in the center but the Germans do oc- 



cupy Bryansk, a vital link in Che rail net as welt as a supply source 
come winter. In the south, the Germans begin a move Io capture an 
unguarded Sevasiapot as well as occupying an abandoned 
Dnepropetrovsk . At Kharkov, a risky 1-1 attack forces the Russians 



oul of ihe city, eliminating the workers and retreating both Soviel 
units toZH. 
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SOVIET SEPT/OCT '41 TURN: Five reinforcement INF armies ap- 
pear in Moscow and seven wore roll in from the East. Replacements 
in the form of a 4-3 INF and 3-5 ARM also appear in an attempt to 



secure Leningrad, and Moscow, Two armor units go over 10 ihc at- 
tack ill the mountains south of Leningrad, striking the tierman 26th 
INFat 1-1 but theuth ARM is eliminated while the 10th retreats to JB. 



In the south, the Soviet player again withdraws and concentrates on 
defending Voronezh. Rostov, and Stalino. fiea movement in the 
Black Sea is successful and [he Soviet 49th INF occupies Sevastopoi- 



and thus is superior lo moving to LI I. where the 
detachment would serve double duty, also serving 
as part of the normal defensive line north of the 
city. 

Oh, yes, and the Axis takes a cheap shot at 
Kharkov — which works. Apart from ensuring the 
fall of the city regardless of the weather next turn, 
this removes one task from the Axis agenda and 
allows them to concentrate on other things next 
turn. 

Russian September-October '41: 

AW i he Finns take the 1-1 . Why now? Anyway, 
he lost that attack (serves him right tor waiting so 
long). But the successful l-l against Kharkov really 
hun. 

Sevaslapol is easily garrisoned with sea move- 
ment. A 4-3 infantry makes it 2-1 proof unless he is 
willing to use a Stuka. Holding the river line from 
Rostov through Kursk toTula appears hopeless. I'll 
just try to extricate my units. He did a nice job of 
penetrating the mountains. A 1-1 against the 26th is 
worth the risk to drive them oui. Note that since the 
attack is in the second impulse, a Contact result 
works in my favor. 



He'll need a little luck to take Leningrad, and 
Moscow should last the winter. Stalino will prob- 
ably fall if it doesn't snow. But at this point, 
something has to go right for me. 

Well, my 1-1 was another failure. Oh, well . . . 

RUSSIAN TUR N THREE: A I last, units— and bad 
weather in the offing {he hopes). At this point the 
Russian player should take stock of his game, and 
what he finds is not good. Even with his rein- 
forcements he is at a strength disadvantage thanks 
lo his own losses and the low casualties the Axis 
have suffered, and his losses in territory have been 
bad— and may gel worse, with a turn of uncertain 
weather upcoming. Actually, the Russians need to 
counterattack in strength to inflict some casualties, 
particularly around Moscow; he cannot generate 
new Russians, but he can remove Axis units, and 
each Axis unit is twice as deadly on the attack as on 
the defense— they get to attack t wice per turn, after 
all. The risk is not all that great any way, since a few 
extra casualties will not kill the Russians as long as 
the weather is bad—and if the weather is good, 
nothing will save them. 

P 



In the event, however, the Russians do not at- 
tack. They are clearly praying for snow; even mud 
or light mud will cause them to lose something. 
Technically they should not leave anything next to 
Leningrad (the old smother attack ploy without a 
direct assault) and they could defend a little better 
around Moscow and Rostov, but if snow falls all 
will be forgiven. 



Nov/Dec 1941 German Commentary: 

The weather gods must really like me. The 
CLEAR weather gives me the opportunity to 
deliver a knockout blow to the Russians before 
winter. 

The main attack is the 4- 1 versus Leningrad. 1 T 1 
win this attack 1 will be able to get a 4-1 vs FlOinthe 
2nd impulse (unless I lose units in both the 4-1 and 
the 1-1). 

In the south 1 want to guarantee Stalino at 5-1 
surrounded. The drive to the Don is also important 
as it will kill two more Russian units and force the 
Russians out of Voronezh. 




GERMAN NOV .'DEC 1st IMP1 I SK; Taking advantage of Iheclear 
weather. German Army Groups move Jo attack the defenses of 

Moscow. Stalino and Leningrad simultaneously. At Leningrad a 
sluka and massed armor gains a 4-1 vs the city. The resulting ex- 



change costs the Soviets [heir worker unit, the 2-lid and 54th Soviet 
INF wit hdrawfng to CIO as the German loses his 7th I NF. Outside the 
city the 1-1 vs the Soviet 20th and 40th INF results in a CONTACT. 
In the forests before Moscow, the 55th and 33rd INF are eliminated 



by 7-3 s. The 32nd INF temporarily survives a 4- 1 surrounded due lo a 
CONTACT. To thesouth. Stalino fallstoa 5-1 is the Germans enjoy 
[heir last three Stuka turn. 
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<;KKMAN NOV IWX ' 2nd IMPl'LSE: Leningrad is occupied, toMta 
4-1 is massed vs ttic two Sovki INFanniestothcSEofthedty with 

i he Russians rt-irc-anngro F8. Jusu-u.stof Lake [Lmcnihi-4¥ih& 26th 



INFauack iheSoviei 52tid INF ai 2! surrounded, the Zfiih is k>*i in 
I he resulting exchange, Wesl of Moscow I he Soviet 31 si surrenders- [n 
aft-iand[he32ndi>poltsiie(loj'fi»a5-l surrounded. The SovJei tVth 



THE LUCK FACTOR 



Luck played an important part in this game, as 
might be expected when one player is blown away in 
four turns. Real atirition exceeded expected attri- 
tion for both players continuously throughout the 
game, which played right into the Axis player's 
hands even though the extra attrition he suffered 
exceeded the extra attrition inflicted on the Rus- 
sians. He was basing his game plan on attrition, 
after all, so the extra losses hurt the Russians far 
more. 

More important, however, was the Axis player's 
luck in the critical die rolls that came up whenever 
he took a chance. On the first turn he took one 
critical chance — the breakthrough at W25 — and 
two minor gambles thai could have lied up signifi- 
cant forces with contaci results. On the second turn 
he took one critical chance— the attack on Kiev at 



4-1 — and one lesser gamble against Odessa. The 
odds favored each one of these gambles individual- 
ly, bui the Axis player was taking unnecessary 
chances— and all of Ihem came through for him. 
On the third turn he was unlucky enough to gel light 
mud, but his long shot attack against Kharkov suc- 
ceeded. And on the fourth turn, he hil Ihe jackpot 
with clear weather and took four lesser 
gambles — the attack against Leningrad, the 7-is 
against ihe 55th and 33rd in the woods and the 4-1 
against the 32nd— and only one of them turned sour 
Oil him. The Axis player took chances time and 
again and got away with it, and that was all he 
needed to turn a superior position into complete 
triumph. 

This chart gives a summary of the luck element 
in the game: 



TURN 


AXIS LOSSES 


RUSSIAN LOSSES 


CRITICAL ROLLS 






Expected 


Real 


Expected 


Real 


\I;ii(ir 


Odds' Minor 1 


Odds' 


I 


13 


14 


67,7 


73 


KD 


33% 2(2) 


69% 


2 


2,2 


4 


27.8 


36 


1(1) 


83% 1(1) 


67% 


cum.' 


15.2 


IS 


95.J 


109 


2(2) 


28% 3(3) 


44% 


3 


4,5 


5 


12.5 


15 


1(0) 


100% 1(1) 


33% 


cum,' 


19,7 


23 


108.7 


124 


3(2) 


58% 4(4) 


15% 


4 


6,3 


9 


48 


41 


1(1) 


17% 4(3) 


87% 


total 


26 


32 


156.7 


165 


4(3) 


23% 8(7) 


35% 



Notes: 

I he numbei in parentheses indicates the niimhi/r oi critical rails that were won t>3 the v.,iv Jr is worth noting that 
when the Axis won they won big: the W2S would have been a victory with a Dt result and he rolled a DS, for example. 
The Kiev attack would have been a suceesseven if the defenders only retreated but in fact they W'ereclinnnaied and the 
light mud roll is treated as a loss even though the Axis could have rolled MUD. 

Thenumber indicates the probability that the Axis player would roll as well ashe did or belter. For example, if he won 
three out of three the number indicates the probability of winning all three gambles: if he won two out of three Ihe 
number indicates the probability of winning two out of three or betier. 
'Cumulative totals through this turn. 

Final Note: Notice how low the Axis expected 
losses are and how large the Russian expected 
losses are. This reflects the nature of the attacks 
ihe Axis player was making — a clear indication of 
how carefully he was pursuing his strategy of get- 
ting favorable attrition. 



& 22nd INF are eliminated in a 4-1 nuclide Voronezh. Only the SS 
unit is toft in a soakoff from A AS at odds of 1-4. The illustration 
shows the final positions al the time of ihe Russian surrender. 

AXIS TURN FOUR: Clear weather, and now it U 
just a question of what (he Axis player allows to 
live. Even Moscow can he threatened. A short tour 
of the carnage: 

The Axis player really should take Leningrad by 
a smother play instead of a 4-1, but the 4-1 loses the 
opportunity only if the 1-1 against the 20th and40lh 
Infantry drives them away. In other words, the Axis 
is taking Ihe chance that 1) the Leningrad attack will 
fail and 2) ihe 1-1 will succeed, which then leaves 
Ihem with a 1-1 to take the city. All to no point (it's 
not a very big chance anyway) — the city falls. 

The Axis have the choice of a drive on Moscow 
or a drive against Voronezh, and he tries to do a lit- 
tle of both. This means that he has to chance some 
4- Is again, and this time ihe Moscow one fails on 
firsl impulse, stalling the drive (the olher one works 
on second impulse). The Axis should really have 
concentrated in a Moscow drive through Tula — it 
would spread his effort less and inflict more 
casualties in a central area. 

In the far south the Axis player could have ar- 
ranged things lo take Rostov or at least drive ihe 
Russians out; not holding the river line can be a 
serious flaw if the Russians go over to the 
counterattack. But everything else is going well, so 
why worry? 

The Russian surrenders. There is not a lot of 
play left in his position — only the Moscow worker 
and the Moscow units are left — hut if he has any 
chance at all it is to gamble on inflicting Axis losses 
in the upcoming winter. The Russians should attack 
in strength, gambling on some good luck; however, 
if the Russian player does not— and it is easy to see 
why the Russian player would be discouraged 
enough to not think much about eounteroffen- 
sives — he has no hope at all and he should just 
resign. 

Russian November-December '41: 

1 find myself somewhat at a loss for words. In 
fad, only one word comes readily to mind — 
devastated! There really was no point in playing on. 
The Russians can survive even if they've lost lots of 
troops as long as their production capacity is intact. 
Bui heavy losses coupled with a non-existent pro- 
duction program spells cerlain doom, it's just a 
matter of time. Therefore 1 have surrendered and 
tendered Rob my congratulations. He deserved this 
fine win. 
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The Russian failure in this game stems from the 
three following points: 1) the flaw in the original 
setup; 2) the overlooking of the 49lh Mountain in 
the First game turn which allowed the A V leading to 
the early Tall of Kiev and 3) the clear weather in 
November. Each mistake by itself would not be 
disastrous, but to have more than one or two 
against a player of Rob's caliber is deadly. He cash- 
ed in on every one, kept me unbalanced on every 
turn, and when the opportunity presented itself, he 
delivered the coup de grace in fine style. Sic semper 
tyrannus. 

Cuncludinj; (itrman Commentary: 

The decisive battle was the automatic victory 
and 4- 1 in the south on the first turn of the game, I 
don't believe that the Russians ever recovered from 
this. The automatic victory and the 4- 1 against Kiev 
on the second turn was also a telling blow. The early 
capture of Kiev freed German forces to drive on 
Kharkov and Stalino on turn 3. 1 was fortunate with 
some of the die rolls but the big break was the 
weather roll on turn 4. This was the last straw for 
l he Russians and enabled the Germans to end the 
campaign in 1941. 

.Summary: The Viipuri setup is prone to heavy attri- 
tion, but the Viipuri defense is based on forming u 
strong defense. This is a definite clash in policy thai 
a clever Axis player can exploit as this one did. The 
problem with an attrition policy is the lack of 
penetration, but in the end the good weather at the 
end gave the Axis an extra turn to make up this defi- 
ciency, which was ait it took. 

The other decisive factor in the game was the 
Russian player's lack of flexibility on the first turn. 
There is no way of telling what the penetration and 
attrition situation will be at the moment when the 
Russian player starts his first turn; the Axis player 
just has too much leeway in selecting his attacks. As 
a result the Russian must keep an open mind about 
what he w'ilt do, defending territory if he has the 
units or abandoning it to save his units if he is weak. 
Territory and strength must be used to protect each 
other, which means the threatened one should he 
protected at the cost of the other. 

The Axis player was a little remiss about 
advancing particularly on the second turn, and his 
plays were repeatedly flawed technically, but his 
luck held and most importantly his strategic ap- 
proach was extretnely sound. By minimizing his 
own losses and keeping the Russians weak he main- 
tained his attack superiority throughout the year 
and in fact would be in good shape at the start of the 
next year even if he had eliminated no workers at 
all. With both the workers and the Russian army 
gone, and his own attacking power intact, the Axis 
player's victory was about as complete as can be 
achieved against a competent opponent. 
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FOREIGN 
READERS 

Due to contractual obligations with our 

exclusive distributors we cannot accept mail 
orders lor games from Australia, Britain, Ger- 
many, Greece, Italy or Japan, Such orders must be 
placed with our exclusive distributors whose 
addresses you'll find listed on Page 2 of this 
maga/ine. Orders for parts and airmail subscrip' 
lions to the GENERA /.are not subject to this ban 
APO and EPO addresses of U.S. servicemen 
likewise are not subject to this ban. We also urge 
you in get in touch with the distributor for your 
country in regards to placing your GENERAL 
subscription through him which in most cases will 
result in considerable savings for you. 




MORATORIUM 



By Alan R. Moon 



"I'm a gamer." The voice is very soft. "I've 
been a gamer for", hesitating, "for, about twenty- 
three years." "About three years ago", the control 
slipping now, "my wife left me." "My kids don't 
respect me anymore, my eldest boy won't even talk 
to me, even the dog growls at me. My wife married 
this other guy, an insurance salesman just like me 
who golfs on weekends. He's home by noon. He's 
never even heard of wargaming. Thinks THIRD 
RElCHis a book by some guy named Shirley." The 
tears come. 

Audience members cry along, emotion 
unrestrained. 

Someone breaks into a chorus of "We shall 
Overcome". Others join in. Tears subside in song. 
"I'm sorry," 

"Thai's okay brother, take your time." 
He wipes his face with a monogram med hand- 
kerchief (AM), Blows his nose. SnuTfs out the last 
sniffle. 

"It all began in December '65. We were shop- 
ping for a Christmas present for my boy. He was 
two then. We were in some toy store. She, my wife, 
went to look at dolls and stuff" for my brother's 
kids. 1 headed for the trains, just to look. As I was 
walking down the game aisle, 1 saw this game called 
AFRIKA KORPS, My father had been at Tobruk. 
Said he saw Rommel. I picked up the game and 
opened it. 

1 never got to the trains. A half hour or so later, 
my wife found me in that same aisle setting up the 
pieces on the map, on one of the aisle shelves. 
Needless to say, I bought the game. 

It wasn't easy to find opponents for wargames 
in those days, so at first, I just played solitaire. I 
spent a lot of nights in my basement trying to find 
the perfect German strategy. And after I had it, 1 
went on toother games. But 1 was getting restless. I 
wanted an opponent. My three-year old was candy. 
I advertised for opponents. After several weeks, 
a guy called me. He lived about two hundred miles 
away, but I had to go, 1 beat him. 

We started to get together regularly. I'd visit 
and stay overnight and gel into work the next day 
afternoon. Tell my boss I'd been a way on bus in ess. 
Once a week, then twice a week. 1 told my wife they 
were regular business trips. 



Meanwhile, 1 kept advertising. At last, it paid 
off. A guy in the next town called me. And he had a 
friend who gamed loo. Suddenly, other opponents 
surfaced. 1 began to write lo people in other states 
and play by mail. It was then that I began to lose my 
head. Playing three, four nights a week, business 
trips every weekend. 

My wife found out. She was hysterical. I told 
her it was only social gaming. She begged me to get 
some help, to see someone. I told her everything 
was under control, I could handle it. She told me 1 
was sick. I had a disease. I laughed. I told her 1 just 
needed one more game. 

She was right, of course, I was hooked. 1 kept 
worrying where my next game would come from. I 
started staying home during the day to plan strategy 
for an upcoming game. 1 only fell calm when I was 
gaming. 

I bought every game out. Magazines. Books. 
Blank counters. War souvenirs. T-shirts, 1 was 
spending all my time gaming. My thirst was unend- 
ing. 

Not surprisingly, 1 was fired. Actually, 1 had 
been fired several weeks before I found out. I 
walked inio the office one day to get a book I'd left 
there, and my boss told me I was fired. 1 didn't care. 
I thanked him. 

I collected unemployment and stayed home. My 
wife got a job. I began to steal the household 
money, what little there was. My kids hid their 
piggy-banks. I couldn't stop myself. The 
unemployment ran out, but 1 stayed home. 

How my wife suffered through those years. 
Why she stayed with me I'll never know. Finally, 
she left. It was that, or die. I had stopped caring 
about how I looked, what 1 ate, sex, everything ex- 
cept games. 1 didn't even play against anyone 
anymore. I stayed home and worked on the 
ultimate wargame. It was going to be a map of the 
world, made up of dozens of regular-sized maps 
and hundred of thousands of counters. And I was 
already planning its extension — the whole universe. 
1 don't even remember her leaving. 

1 was living in the basement now. No contact 
with the outside world. One day, a man came down 
the stairs and just stared at me. Then he went back 
up. The next day, they came for me. A whole bunch 
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of people. Cops. Health Inspector. Doctor. Attend- 
ants. Collectors. 

On the way out to the van, I noticed there was no 
furniture in the house, most of windows were 
broken, there were no cars in the driveway, and the 
grass hadn't been cut. 1 would have to tell the wife 
about that. 1 thought to myself. 

I went cold turkey. The shakes, convulsions, the 
whole bit. It worked for awhile. About two months. 
Then 1 got a job as a short-order cook. 1 spent my 
first paycheck on games. 

The second time was worse than the first. The 
third worse still. After thai, the times became lost in 
horror. I knew 1 was dying, but I couldn't save 
myself. 

Then I met Bill. He'd been a gamer too. He told 
me about GA and the buddy system. Said he'd be 
my buddy. 1 said I'd try it. And 1 did. One day 
though, I cheated — bought a game. Just one. Bill 
found it under the bed during his daily inspection. 
He beat me senseiess. 

1 lay on my bed for days, near death. Bill 
wouldn't take me to the doctor. Said it was better 1 
die. 

One morning, a bluebird landed on the win- 
dow sill. 1 watched it and it seemed not to notice 
me. It was so happy. Suddenly, 1 knew the truth. 
I remembered the man I'd been years before. 1 
cried and the tears washed my face. My soul was 
cleansed. 1 broke the habit." 

Applause. Cheers. 

Filing out, the members pass under a doorway 
with the sign: 

GAMERS ANONYMOUS 

Serving the Afflicted since 1972 <^«) 

*•*■•* 
AH. Philosophy . . , Continued from Page 2 

BLOODY RIDGE, NAPOLEON AT BAY, 
NAPOLEON AT LEIPZIG, and numerous develop- 
ment credits. 

Closer to home, this issue contains the long 
awaited MAGIC REALM feature. Universally 
praised for its innovations and cursed for its 
rules. MAGIC REALM owners should spend 
some time with this issue. If nothing else, the 
question and answerinsert should help you com- 
prehend the rules more easily. We'll eventually 
have a revised rulebook available for the game 
but for the time being this issue should be a big 
help. 

We may not have the necessary color 
separations available to advertise them in this 
issue but both CRESCENDO OFDOOMand WAR 
AND PEACE axe now available for mail order pur- 
chase. Each game sells for S 15.00. Playtest 
reports for both games have been very 
favorable. 

Lastly, the new year will bring with it a slight 
increase in our payment rates for articles printed 
in THE GENERAL. Starting with the January, 
1980 issue we will be paying $6.00 or $9.00 
worth of Avalon Hill merchandise per 10 inch 
column of edited text. We are in great need of 
quality material for the magazine and actively 
solicit articles from the readership. If you enjoy 
the GENERAL 's emphasis on true game analysis 
rather than the more commonplace history or 
review approach of many other magazines, give 
some thought to lending your expertise to the 
readership in the form of an article. If just one 
reader per thousand would favor us once a year 
with an in depth analysis of his favorite game, 
THE GENERAL could be greatly improved. Who 
knows- we might even get one done on time. 



ADDITIONAL RULES . . , Continued from Page 13 

the counters listed in the next stage after his current 
stage, and can use it in the next game. 

3.11 A character who is at first stage and who has 
two extra counters is still at first stage. 

3.12 When a character gets all three of the counters 
of a stage, the next game he starts at that new stage 
with the appropriate Spells and equipment. 

3.2 The character who won the game jumps a full 
stage in the next game. If he were first stage with 
one extra counter, the next game he would be sec- 
ond stage with one extra counter. 

3.3 A character who is killed drops a full stage for 
the next game. 

3.31 [f the revival rule is being used and a character 
is killed, he loses the stage before he is revived— and 
if he is killed again he loses another stage. 

3.32 A character can never be lower than first 
stage. 

4. When a character reaches fourth stage he should 
continue to keep track of the stages and counters he 
has earned even though he cannot get additional 
counters. 

4.1 Instead of extra counters, a character gains cer- 
tain advantages for each full stage he has earned 
above the fourth (he gains nothing for counters that 
do not complete a stage). He takes these items when 
he places his first hex tile. 

4.11 Fifth stage and above: 15 extra GOLD. 

4.12 Sixth stage and above: Take one random 
treasure card from any native group. 

4.13 Seventh stage and above: 10 NOTORIETY 
and 5 FAME. 

4.14 Eighth Stage and above: Take one horse Trom 
any native group, 

4. 15 Ninth stage and above: Gets bonus phase 
every day. 

4.16 Tenth stage: Take one weapon or armor 
counter from any native group; or record one extra 
Spell of any type. 

4.17 Eleventh stage: The character should be 
declared an 'immortal' and retired, and his owner 
should start over with a new (and preferably dif- 
ferent) character. Over the really long haul the 
players can compete to see who can reach 'immor- 
tal' status with the most characters. 

4.2 A character must record and acquire extra vic- 
tory points for his excess stages of development, so 
a seventh -st age character needs eight points to win. 



5. The players will find that games can end quickly 
when some of the players are at low stages; when a 
game ends too quickly the characters can leave the 
board setup, move to the start of the next lunar 
month and start the next game from there. i — \ 

k3 
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THIRD REICH . . . Continued from Page 21 

ranean, and Malta MOST be reduced and the 
Germans MUST do it all. (Gel them to use their air 
force to counterair) and YOU take possession of it. 
These are the very concessions the Italians wanted 
from the Germans, but backed down on. I consider 
it imperative to ask for them. Not to the letter, of 
course, the Germans will always welch on some or 
them but having so many you cushion youself and 
will wind up with just the number you can hold and 
really need. Also the two variants numbers 4 and 9 
increase immensely the Italian bargaining position 
wild cither side. 

The watchword for the Italians is "To the 
British, ireat 'em nice: to the Germans, make 'em 
pay," 

I- RANGE Of all the powers. France has to do ihe 
least to win. all she had to do is survive. The three 
she starts with areall she needs to win. But to survive 
is a neal trick. The difficulties are many. Weak 
army, weak air force, weak position, weak BRP's. 
Further, you have an Ally (Britain. US) who stands 
to gain a lot hy casting you to the wolves. No BFF in 
194(1 is like a day without sunshine. Ah. but two can 
play thai game. Selling the Briiish out to the 
Germans is a good trick, and really devastating. The 
Germans can then turn agatnsl Russia and the 
neutrals and win. and the Briiish will be out in the 
cold to even gel a stalemate. Remember. French 
friendship will guard the beaches of Normandv 
belter than a thousand Atlantic Walls. The French 
should be pushing the British to seek an Eastern 
solution to Hitter's egomania, after all, better the 
horscht eaters than them. Both variant I and 2 help 
the French attain these goals in making them a more 
viable partner in a war. 

The key to France in the game is to make any 
deal that will allow you to survive! II you do that. 
you've made it to the top. (Seethe Maginol line was 
useful after all.) 

Central to all these arrangements is a timetable 
of turnover. What that is isa general agreement as to 
when in lime I he centers to be turned over are done 
so. If the centers do not confer any specific benefit or 
BRP's this is not of major importance. However, 
when they do, fairly restrictive guidelines should be 
set. Remember that the clock is always running, and 
as the game wends on, your time for reprisal against 
an ally who cheats on his agreement is fast slipping 
away. Remember that when you deal for Budapest 
and Ploesti which involve BRP'sand German minor 
Allies. He may well want them at the end of the 
game just at the point when you want your centers! 
This is an added factor to consider when dealing for 
these areas of the countryside. You can allow your 
partner in the arrangement a turn or two of grace, 
but you can't take"next turn" for an answer forever. 

Good luck and don't take Russia! /Z\ 
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MAGNETIC GAMKS 



Now you can convert your favorite game for 
vertical display or secure in-play slorage with 
magnetic tape, unmounted hoards and just an 
hour of your time. All you'll need isa metal surface 
and an unmounted gamehoard. We supply the 
magnetic strips with self sticking adhesive already 
applied. You just cut the ■/:" x V strips into half 
inch squares and appl\ them to the unit counters 
which came with your game. The resull is a V«" 
thick counter which will stack six high even when 
the rnaphoard is mounted in a vertical position for 
display purposes. Never worry about that pbm 
move being jostled again belwecn turns, 

Naturalh this magnetic treatment will be less 
valuable for counters with two-sided printing, but 



that still leaves them with a multitude of uses. 
NOTE; it will be necessary to be sure that Ihe top 
portion of all unit counters are uniformly applied 
lo the top half of the magnetic strips. Otherwise, 
the polarity may be reversed and the counters will 
actually repel each other rather than attract. 
Therefore, it is wise to mark the back or the 
magnetic strips uniformly across the top so as to 
be sure to apply the top half ol the counter to the 
top half of ihe magnetic strip. 

Magnetic strips are available from Avalon Hill 
for 90c a foot or $7.50 Tor ten feet. Unmounted 
mapboards are available upon request for S6.00 
apiece. Usual postage charges apply, as does the 
5<'( state sales tax for Maryland residents. 
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Dear Editor: 

In a recent Issue of the General (Jan-Feh 
1979, Vol. I5 t No. 5) you published an article by 
Steve Packwood crtnilcd "Another Afrika Korps 
Gambit". In this article Steve recounted his ex- 
perience with an opening with which lie was iift- 
famijiar. Hestated: ,h Bruno pulled an AK gambit 
that I had never seen or heard of before, but one 
which was not unknown lo some of chose watch- 
ing ihc game. I have no idea who developed this 
plov or bow- long it has been around," 

That opening sounded familiar lo me, hut it 
wasn't until I borrowed some old copies of the 
GENERAL from a friend thai I discovered where 
I had seen it before: it was described in an ankle 
entitled "Tobrufc— Where Before June?" by 
William B. Scaright in your May-Jim 1972, Vol. 
9 H NO, I issue, Steve, who is currently rated 14th 
in your AREA raiing system and who won thc4th 
Avalon Hill 500, had evidently never seen ihai ar- 
ticle. 

Not many of us arc as good at wargaming as 
Steve, but most of us have an interest in improv- 
ing our game-playing ability. We subscribe to the 
GENERAL* we place (and answer) ads in ihe Op- 
ponents Warned section, we play through* or at 
least study, the Series Replays, and we are con- 
stancy looking Tor new openings,, gambits. 
"tricks", etc. to use on our opponents — and lo be 
able to reeogni/c them when they are used on us. 
One problem we all run across, however, is the 
fact thai mosi of us do not have access to the 
earlier articles written on the older games . Of 
course, some gamers are not interested in the 
older games and are content to buy and play the 
newer ones. But many of us, myself included, are 
returning, to ihe older games (or becoming in- 
terested in ihem for the first lime), because ihey 
are simpler, easier to play in one sitting, more 
adaptable to play-by-mail, and just plain more 
fun. We would like our quality of play tobeai the 
highest level possible; unfortunately, ihc primary 
source of assistance for the newer games, the 
GENERAL, is not much help to us. Several ar- 
ticles published in |he GENERAL in the last five 
years have referred to the "standard" AK open- 
ing, assuming thai everyone is familiar with it. I 
maintain, on the contrary, that very few of the 
multitude of new gamers who have joined the 
hobby in the last five years or so are familiar with 
even the "standard" openings or basic tactical 
and strategic analyses of the AH Classics, much 
less any variants. 

The reasons for this are twofold: the lack ol 
articles and the number of games now available. 
Firsi T it is virtually impossible to locate any of the 
older GENERALS, and when you do find a 
gamer willing to pari with them, it costs you an 
arm and a leg : one advert iscr in a recent 
GENERAL was asking for (and presumably 
received) up to 110 per issue, Don Lowry has some 
booklets of reprints of an ides on STA LINGRAD 
left, but nothing is available for AFRIFA 
KORPS. BATTLE OF THE BULGE. 
WATERLOO* or D-D A Y- Thus, if you want to 
read anything aboul these Classics you are pretty 
much out of luck, since the articles being written 
nuwaJuvs asMirnc (hat we all know alt of the b-yvii 
tactics and strategy already. 

The second "problem 1 h is the much greater 
number of games available now than when the 
Classics were in their ascendancy. Although it 
would be possible to recreate the "standard" 
openings and so forth for ihese games by repeated 
play, very few' of us have the desire to restrict our 
interest to a game that isadtuitiedEy, not up to the 
state of the art. In addition, since the basic ap- 
proaches to these games were achieved only 
because many people with different styles of play 
were able to interact and exchange their ideas 
through the medium of the GENERAL, it would 
be very difficult for Ihc relatively few? players to 
attempt to accomplish the reconstruction of these 
basic analyses without the use of a similar 
medium, a medium no longer interested in this 
basic type of article on these games. So even if 
these few dedicated fanatics were able to 
rediscover the basic openings, etc., there would 
still be no way of getting this information to the 
multitude of regular players interested in the 
Classics but also interested in the more recent 
games. 

Well, I've been haranging you too Jong 
already, so I'll iry to sum up my argument; if "ex- 
pert" players like Sieve could benefit from access 
to articles in earlier issues of the GENERAL, so 
could the average player. Please publish booklets 
like the FAN'AERBUTZ and DIPLOMACY 
ones for The Classics Iperhaps one booklet with 
the two best articles on each of the Classics?), or 
else consider running a "Golden Oldie" article 
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each issue. For example, 1 had always considered 
MIDU A Y lo be a game I would not be the least 
interested in buying until 1 read "The Midway 
Thesis" in an old GENERAL that I happened to 
see. After reading the article I went out and 
bo ug h 1 1 he game, f ■ it her t h e boo k let or t he art ieles 
should be fairly easy for you todo, since you have 
the material already available. Another, morcdif* 
fieult. alternative is to ask a knowledgeable per- 
son to write up an introductory article on each of 
the Classics, giving the basic openings, strategy 
and tactics, and hints gleaned from years of play. 
Any of these solutions would be welcome. 
They would not only allow us newer gamers (ac- 
tually I've been wargaming off and on since 1962) 
to improve our style of play and enjoy ourselves 
more, but also encourage sales of your older titles, 
as well as be of assistance to the expert gamer like 
Steve. 

Gene Bogess 

Columbus. MS .1970 1 

If 'e receive many impassioned pleas such as 
this. Despite your enthusiasm these remain ex- 
tremely marginal projects. W* ha ve limited ptatts 
for special booklet publications and perhaps 
eventually limited reprints of old GENERALS, 
but .inch projects must wait for press time and $i ve 
way to better revenue producers. Home day your 
patience may tie rewarded, but keep in mind that 
all good things are worth waiting for, 

•*••* 

Editor: 

I would heartily recommend against trying 
Louis R. Coatney's "improvements" to the 
classic STALINGRAD rules (GENERAL Vol, 
16. #2). The original game is a masterpiece of 
game (as opposed to simulation) design. Whether 
by accident or not, Stalingrad still has far more 
dcplh in tactics than almost any other wargame, 
classical or modern. To tamper with STAL- 
INGRAD is like trying lo repaint the Mona Lisa's 
smile. 

There Is the further problem, rather more 
serious than a matter of taste, that Mr. Coatney's 
revisions to the rules will nol improve ihe game. 
Rather, they will turn the game into a one-sided. 
German massacre, in which the chances of a Rus- 
sian victory are vanishingly small. Let me point 
oui what some of his rule changes do. 

I) Automatic victory. People have been trying 
to use Automatic victory rules of the AFRICA 
KORPS type since AFRIKA KORPS first came 
out in the early 60's. The results have been 
remarkably dismal. With a competent setup and 
careful play, the Russians can set up things so that 
ihe Germans cannot make interesting 7-1 attacks 
at any point along their from, A few enthusiastic 
supporters of the automatic victory rules have 
therefore concluded that the automatic victory 
rule will not hurt the Russians too much. Nothing 
could be further from ihe trulh. While the Rus- 
sians can prevent holes from appearing in their 
lines* they can only do it by replacing solitary 
2-3-6s with pairs of 4-fi-4s or more. At this point, 
ihc Germans shouldn't even try for automatic vic- 
tory attacks. They are much better off bleeding 
the Russians to death by making 3-1 attacks all 
along the line, 

2} Russian stacking limit of 2. This rule essen- 
t ia lly guara ntces t hat t he Russian s w il I nev cr m ak e 
any counterattacks, which is a disaster for the 
Russians. At ihe present time, a German player 
who makes a successful attack across a river has to 
think about whether he wants to risk pushing his 
units across the river, since it is at least possible 
for the Russians to attack back and surround the 
units. With this rule, Russian counterattacks will 
alniosi never be able to reseal a river line. After 
all. to retake a river line, the Russians have to 
leave a pair of units on each square next to the 
river, If the Germans leave units on the river, (he 
Russians must soak oft against them: with a little 
planning, this guarantees that the Russians will 
only have one unit on each square next to the 
river. Limiting Russian stacking also virtually 
eliminates Russian attack chances in Finland; for 
example, the Finn defense position near Len- 
ingrad can be made 3-1 proof. Finally, limiting 
the Russia n stack ing to t wo u n ii s high desl toys ihe 
abtli t y o f I he Russian army to d raw soak of fs . As it 



st an d s, t he R ussian arm y can figh 1 1 he Germa n on 
even terms in open terrain on a narrow- front . The 
German casualties are taken less from Russian 
frontal attacks than from soakoffs against masses 
of Russian defense factors. Without the stacking, 
those German losses will never occur. 

3) Paralysing retreated units with a D Back 2 
result simply adds insult lo injury. One notes that 
the rules as restated do not indicate what happens 
if one of the defender's paralyzed units finds 
itself, on its turn, next to an enemy unii (e.g. a unit 
of the attacker which was moved up by means o( 
advance after combat,) Presumably the 
defender's unit jusl sits there. This rule allows the 
attackers (for all practical purposes, taking the 
stacking rule into account . the Germans) to pull a 
variety of stunts. For example, consider a German 
attack across the Prut river, as by means of mass 
1-2 or 1-1 attacks. Retreated Russians units are 
left oniopof the next river back, the Dnestr. The 
Russians cannot counterattack, and they are ef- 
fectively unable to pull back behind ihe river. If 
they pull back, they must leave some of their units 
sitting on the river. The Germans can then attack 
those units, soakoff on Russian defenders behind 
the river* thereby forcing the Russians to fall back 
yet again behind another river. The Russians will 
run oui of river lines this way in a big hurry. 

4) Giving the Russians another 2-4-6 factors of 
replacements does rather lit lie to compensate 
them for the other damage they arc taking. Re- 
quiring the Russians to leave 12 or 1 J units in their 
rear on the first turn is possibly the least damaging 
of the rules. As long as Russian stacking is limited 
to two. they can't readily use as many units on 
their front lines. 

In summary. I suggest the Coautey rules con- 
stitute a competency lest for German play, since 
(barring grossly poor luck) a competent German 
player should never lose under these rules. 
Possibly increasing the Russian rate substantially 
would help, 1'iir i ihink uuli ihe stacking rules thai 
the help would be marginal." 



George Phillies 
Ann Arbor. Ml 



•••** 

Mr. Greenwood: 

A Her reading Robert Bey ma's article — 
British Victory in Third Reich. Vol. Ifi, No, 1, my 
opinion is that the figures are diagramed nicely. 
The written article; well. He tries too hard to 
write an article to support the title, with no 
cohesive long range strategy and tactics to sup- 
port it. Just disjointed tactics and defenses thaF 
do not mesh together in a real life campaign situa- 
tion. His assumption is that Germany does not at- 
tack France until l$4ti and that Italy remains 
ncuiral during 1939. Ah, miracles never cease. 

With four infantry and two armor in France, 
during 1939, this leaves a maximum possible 
force of one armor and two infantry in England, 
No ground reinforcement to the Mediterranean is 
possible in 1939, due tothe six ground units SR'd 
to France. Of course. Italy will be neutral so none 
wilt be needed there. Right? 

Figure 9 depicts a projected build schedule- 
Looks great on paper, but il only' allows one 
British offensive on one From during 1939 to the 
end of 1940. Since Britain has committed strong 
forces to France, what use is one offensive 
option? hs.in.r. and France must elect for the 
same Option unless there are no British units adja- 
cent io the Axis. Then Britain could elect for a 
Pass, but what good is that? The Germans will be 
trying to clobber the Allies lo reach Paris, Attri- 
tion and Pass options, for the most part, just 
won't hack it in stopping Ihe Germans. 

He also recommends building a 1-4 air unit 
in the fall of 1939, This cannoi be done until the 
winter turn at ihe earliest. All four 1-4 air units 
must be present in England, or all those not 
eliminated, before that additional 3 BRP expend- 
iture can be made to create an additional 5-4 air 
unit. 

Figure S shows the Defense of England,, 
which according lo figure 9's projected builds, 
could only be created in ]940. All of Bri tains air 
power is based here, leaving nothing for the Med. 
Front. Js Italy still neutral? 

Hopefully the author has some time limit 
when this defense should be modified; such as 
after France falls. If not, then Bngland has the 



opportunity to follow France, dependent upon 
the status of the German fleets. If all four are 
available then the following would not be 
unrealistic. During the movement phase, the Ger- 
man airborne unit drops onto the fleet at Ports- 
mouth. The fleet is forced to move. No combat 
has taken place; only movement, so the port has 
been occupied before combat. During the combat 
phase, German troops are transported to Ports- 
mouth, The British fleets will intercept, but as it 
only costs 2 fleet factors to transport one ground 
factor 1 there is a much belter chance Tor some to 
arrive sa rely , Combined wit h l he airborn e and in ■ 
vasion troops, (wo air units giving ground sup- 
port, could overwhelm London. The remaining 
four air units are used io counterair British air 
with no losses. With no combat uniis able to 
counterattack, Britain would cease io exist. This 
situation is just too easy to pass up and the conse- 
quences are very critical for the British. 

Figure 6 shows a German airborne invasion 
of Lngland but contrary lo Bcyma's advice the 
dropped airborne unit cannot advance afier com- 
bat into Great Yarmouth, Avalon Hill stales this 
in Vol. 14, Mo. 2 "The Question Box". Answer; 
no , . . 4.7 lakes precedence over 3.32k 

Figure 1 shows a Middle East Defense which 
wiih the commitments to France and England, 
could not be established, as shown, in 1939. One 
4-5 armor and a 3-4 could be sent here in the 
Spring of 1 940 (Italy still neutral?), with an addi- 
tional 34 on the following turn. As to where the 
air unit comes from is anyone's guess. All air is 
cither committed to France, or when it falls, to 
the defense of E nglan d . W h en Britain wou Ed have 
the resources lo mount an invasion of Norway 
(figure 8), after commitments toother fronts is, 
again, up in the air. 

Besides all this, the article discusses a pos- 
sible invasion of Portugal, aiding Spain, protect- 
ing or recapturing Gibraltar or threatening 
Europe's southwest flank. Whew! Amazing what 
Napoleonic strategies abound for England's 
armies. The whole British ground and air force 
(including allowable builds), docs not even come 
up to par with what Germany starts with in 19391 

On page lit (third column, second para.), he 
talks about the interception of Italian fleets. ''In- 
tercept them first with the French fleets and then 
hit them with ihe British fleets". He is right lhat 
the rules prohibit joini interception in the same 
hex. but alas, people still don't read all the rules 
and only believe what they want io believe. Rule 
4.916 also slates that interceptions may be at- 
tempted against only one hex per target. If fleets 
from more than one base wish to intercept, they 
must choose a common paint of interception. 

The British invasion of Norway shown in 
figure 8 is also illegal. With the forces available 
only a 2-1 attack can be launched, not a 3-1. The 
reason is that all fleets are required to carry the in- 
vasion ground units (total 39}. There are 45 fleet 
factors. True, this leaves 6 extra fleet factors, but 
a fleet cannot perform two naval missions at the 
same time. Rule 4.9173 states this in black and 
white. Past Avalon Hill interpretations have 
backed up this ruling. 

If England survives until 1942 then, for the 
most part, the remainder of his article displays 
good strategic ideas. 

William B, Searight TMCS 
U.S.S. Howard W. Gilmore AS-16 

Dear Don: 

As you can sec hy my enclosed Reader 
Buyer's Guide review sheet. I think SQEAD 
LEADER is one of the best games ever published 
hy Avalon Hill, and considering such masterpieces 
as Tlf/RD REICH. STARS HIP TROOPERS, 
CAESAR (ALESfA), 1776, etc.. plus the "clas- 
sics", that's saying a tot! I am very pleased to read 
that expansion kits, or gametles. will SOOP. he 
available for SQL' AD LEADER. The format of 
an additional board, counters, and more special 
rules I think will be well accepted by the game 
buying public, and I think it is an excellent way of 
keeping a great game system, up lo date, I would 
like to suggest that the Pacific theater be 
considered for the expansion series, or ii' neces- 
sary, even a sister game, because the unique 
characteristics of jungle warlare and both the 
Japanese soldiers and their weapons would not 
o n ly add variety to t he SQ t A D l. EA D PR syste m. 
but should be interesting in themselves. 

Roger Estep 
Poolesville. MP 
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TITI.K MAGIC REALM 

SUBJECT Mulli-Player Fantasy Role Playing Game 



S1S.0O 



The 45ih game to undergo analysis in the 
RBO T MAGIC REALM rated surprisingly low in 
mosi categories. The cumulative rating of 3,54 
put il a dismal 4] si on ihe overall chart. 



The biggt-si factor in the lackluster showing 
was. the 5.29 raring for Ease of Understanding, i he 
second worst rating ever in this category \J9i4 still 
at the absolute boitom). It can only be hoped that 
the second edition rulebook will improve this 
deplorable situation. The 4.42 rating for Com- 
pleteness of Rules seems to back this up. 

The Realism rating of 4.06 is probably due lo 
a contradiction in terms, since fantasy and realism 
are simply redundant entiiites. Assuming thai 
most GENERA L readers arc prcdom i n am I y 
warranters and not fantasy buffs accounts for 
many of the low ratings, especially in this 
category. Other pot" ratings were for Physical 
Quality 2.74, Components 3,1.1, Excitement 
Level J.3*, and Overall Value 3.26. The Com- 
ponents rating was surprising since so much time 
and effort was put in on the artwork. The Excite- 
mem rating may also be attributed to wargamers 
reviewing a fantasy game. 



Good ratings were garnered for the map- 
board 2.81, although this was expected to be 
higher especially in view- of ihe innovative double 
printed hexagon tiles which served as the map- 
board. Play Balance 2. SO is not really indicative of 
the game, where balance is completely in relation 
I o play i n g anil il y, mak ing for a per feet ly balan ced 
game between equal opponents. 

Playing time wall vary depending on the en- 
counter being played, the number of players, and 
the victory conditions, but the 19.9 figure is 

about right for an average 4-player game -.■■■i: 
most of the rules, from all seven encounters. 

1. Physical Qualify 2.74 

2. Mapboard.../. 2.81 

3. Components 3.13 

4. Ease of Understanding 5,29 

5* Completeness of Rules 4.42 

ft. Play Balance 2.80 

7, Realism 4.06 

8, Excitement Level 3,39 

9, Overall Value 3.26 

10. (iamc Length ... 3 hours, 20 min 




RI( HTHO FEN'S MANEUVER CARDS 



Vol. 14. No. 4 ol the GENERAL printed a 
varianl for RfiHTHOFEXS ti'A R which 
featured ihe use of a deck of 2? maneuver cards to 
jiugmeni the mechanical movement system and 
add H degree of uncertainty and c\citmcnt to the 
git me. N'»t | list a random luck elemenl. use of the 
maneuver cards is dependent upon such facior&as 
utrning ability, attack posmon. and pilot skill. 
Using ihe maneuver cards one can more vividly 
exeeuti: the classic maneuvers of the dav: Barrel 



Roll, Falling Leaf, Flat Spin. Immelmann. Loop, 
Nose Dive, Side-Slip. Tight Circle, and Vertical 
Spin in an attempt (not always successful) to get 
on the enemy's tail, rather than just irade shots. 
rhil 27 card deck is professionally illustrated and 
printed and available front Avalon Hilt with 
instruction sheet for$4.00 plus usual postage and 
handling charges. Maryland residents please add 
S tr ( sales la*. 



COMING UP NEXT TIME 




STILL MORE 
SQUAD LEADER BOARDS 




For those of you interested in adding to your 
possible terrain configurations for the SQUAD 
LEADER system we offer four additional boards 
not yet included in any of ihe SQUAD LEADER 
garnet tes. Those who can't wait for additional ter- 
rain can purchase these games separately from 
our Mail-Order Dept, for $2,00 each plus ihe 
usual postage charges for parts orders (IQVa of Ihe 
dollar amount for U.S., 20^fl for Canadian, and 
J0^* for overseas customers). The boards should 
he ordered under the title SQUAD LEADER 
hoards 8, 9, 10 or El. 

The hoards will not come with any directions 
pertaining to the new terrain types nor will any 
questions pertaining io them be answered. They 
are offered strictly on a "as they are ,h basis for 



those individuals who can'! wait to add new ter- 
rain to their S2, gaming and don 1 1 mind making up 
their own rules as ihey go along. Note that ihe 
various shades of color on ihese boards do not 
necessarily match exactly with earlier boards of 
ihe series. 

Hoard B features* a wide river in an urban set- 
ting. Board 9 is the "mountain" hoard and in- 
troduces 4ih level hills and crags. Board 10 
represents an old French village with an "urban" h 
feel and also introduces a new type of building 
and a pond. Board 1 1 is intended to represent the 
Normandy hedgerows. All the boards maintain 
the "geomorphic" feature which allows them to 
be bulled together to form an ever growing 
number of possible terrain configurations. 



AVALON HILL RBG RATING CHART 

The games are ranked by Iherr cumulative scores which is an average ot the 9 categories for each 
game While it may be fairly argued that each category should hot weigh equally against ihe others, 

we use it only as a generalization of overall rank By breaking down a game's ratings into mdividuaJ 
categories Ihe gamer is able io discern for himself where ihe game is strong or weak in the qualities 
he values Ihe most Readers are reminded lhai (he Game Length category is measured in multiples of 
ten minutes and that a rating of 1Q would equal 3 hours.. 
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2.57 
2.53 


2.12 
2.00 


2.47 
3.00 


2,34 
2.03 


4.15 
4,03 


3.22 
300 


2 59 

3 06 


2.24 
2.05 


1.95 
2.07 


2.05 
2.05 


34.9 

14.0 


13 


KINGMAKER 


2.60 


2.26 


2.84 


2.34 


2.83 


3.07 


1 B6 


3.65 


2.14 


2.41 


20 2 


14 

15 


DIPLOMACY 
CAESAR'S LEGIONS 


2.60 
2.64 


2 35 
2 32 


2.26 
2.36 


3,13 
2,31 


1,87 
2.14 


2.39 
2.23 


2.09 
3.73 


4.57 

3,05 


2.30 

2.86 


2.43 
2.73 


32.6 
13.5 


16 


SUBMARINE 


2.65 


2 58 


3.48 


2 •'■ 2 


2,90 


2.87 


2,55 


2.38 


2.22 


2.47 


12.1 


17 


STARSHIP TROOPERS 


2.67 


2 27 


3.1 1 


2 07 


2.43 


2.70 


3.57 


3 39 


2.20 


2.32 


17.3 


18 


ARAB ISRAELI WARS 


2.68 


2.34 


3.03 


1.86 


3.31 


2.70 


3.57 


2.31 


2. 51 


2 52 


13.6 


19 


CHANCELLORSVILLE 


2.68 


2 62 


2.57 


2,45 


2.26 


2 52 


3,43 


3.07 


2.55 


2.64 


18.8 


20 


VICTORY PACIFIC 


2,70 


2.47 


2.36 


1.85 


2.21 


2 79 


3.38 


3 31 


1.94 


2.53 


18.0 


? 1 
22 


NAPOLEON 
FRANCE 194-0 


2.77 
2.82 


2,04 

1.7S 


2.96 
2.05 


2,03 

1 85 


2.25 
3.30 


2.B6 

3.25 


3.25 
4 05 


4.18 
300 


2.46 
3.40 


2.89 
2.75 


9.1 
16.0 


23 


JUTLAND 


2.83 


2 84 


- 


2 39 


3 27 


3.06 


3.24 


2 S3 


2.61 


2.67 


29 7 


24 


HAIL BARON 


2.87 


2.98 


2.82 


3.45 


2.07 


2,29 


2.05 


4.69 


2.76 


2.68 


21.6 


lb 


LUFTWAFFE 


2.87 


2.41 


2.91 


2,04 


2.86 


302 
2.90 


3.73 
3,66 


3.41 

3.08 


2.82 

I 37 


2.64 
2 ?3 


24,2 


26 


MIDWAY 


2.88 


2 76 


3.12 


2,56 


2.78 


15 1 


27 


AFRIKA KORPS 


2.90 


3.04 


3.10 


2.92 


2.12 


2 29 


3.39 


3 57 


2.91 


2.77 


13.5 


28 


ALEXANDER 


2.93 


2 33 


3.21 


3.19 


2.55 


2.98 


3.43 


2.76 


2.43 


2.86 


12 7 


29 


ORIGINS OF WW II 


2.98 


2.69 


2.58 


2.80 


2.00 


2 22 


4.00 


4.06 


3.11 


3 40 


9.6 


30 


CRETE - MALTA 


3.04 


2. BO 


3 10 


3.00 


3.03 


3.05 


3 A3 


3.18 
2.46 


2.76 


3.05 


18 8 


31 


GETTYSBURG '77 


3.04 


2 52 


2.48 


2.50 


4.32 


3.79 


3.07 


3.02 


3.21 


27.6 


32 


D-DAY '77 


3.07 


3.72 


4.54 


3 69 


2.19 


1.94 


3.00 


3.19 


2.94 


2.44 


20.2 


33 


BLITZKRIEG 


3.09 


3 33 


3.28 


3.30 


3.14 


2.89 


2.25 


3.67 


2.81 


3 OS 


24 


34 


T0BRUK 


3 10 


2.85 


4.68 


2 13 


4.32 


2.77 


3.06 


2.11 


3.00 


2.96 


21.6 


36 


WATERLOO 


3.18 


3 23 


3.27 


3.11 


2.01 


3.11 


3.27 


4.32 

5 13 


3.21 


3.01 


16.2 


36 


WAR AT SEA 


3 il 


3 1 8 


3 96 


2 I A 


1 74 


2.35 


3 73 


2 33 


3 15 


6 9 


37 


BULGE 


3.21 


2.93 


2.80 


3.31 


3.08 


3,40 


3.53 


4.11 


2.81 


2.95 


20.0 


3 5 


FEUDAL 


3.2S 


3.18 


4.33 


2.64 


2 28 


2.33 


2 12 


5.3B 


3.58 


3.38 


7.5 


33 


□ •□AY '66 


3.43 


3.72 


4.54 


3.69 


2 56 


3.09 


4 38 


4.50 


3 60 


3.66 


17.8 


4 


STALINGRAD 


3 44 


3.43 


3 ?■! 


3.40 


3 07 


2.52 


4 3 7 


5 IS 


3.28 


3.04 
4.20 


20.0 


41 


TACTICS II 


3.51 


3 43 


4.30 


3.59 


1.45 


2.18 


2.32 


6.57 


4.53 


11.6 


42 


MAGIC REALM 


3.54 


2.74 


2. SI 


3 13 


5.29 


4 42 


2.80 


4.06 


3.39 


3.26 


19.9 


4 3 


1914 


3.87 


3.18 


3.40 


3.26 


5,46 


4,32 


3 86 


1 95 


5.48 


3 86 


65.0 


44 


GETTYSBURG '64 


3.SS 


3.59 


3.84 


3.54 


2.68 


3,39 


5.08 


4.51 


4.34 


3.98 


12.5 


46 


KRIEGSPIEL 


4.04 


3.77 
2.73 


4 20 
3.02 


3.85 
2.70 


2.13 
2.79 


2.94 
2.82 


2.33 
3.24 


6.09 
3.38 


5.20 

2.90 


5.29 
2.84 


9.8 




AVERAGE 


2.92 


13.6 
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Vol. 16, No. 2 slipped a bit in the ratings in 
comparison to the previous two issues which 
had done very well. The BISMARCK issue 
managed a 3.28 overall rating led by, as one 
might expect, the lead articles on the BIS- 
MARCK game. Alan Moon's /"B1SMARCK-A 
Child of the 60's Grows Up" led the voting 
followed closely by designer/developer Mick 
Uhl's variant "Search For the Graf Spee". As 
usual, each first place vote was worth three 
points. 2nd place two points, and 3rd place one 
point in our random sample of 200 ballots. 

BISMARCK 306 

Search For the Graf Spee . 2S3 

Fire As Your Guns Bear . 1 83 

Prelude to Conflict .117 

The Incomrng Tide ........... 66 

K. O. In Round S 83 

The A&ylum, No. 4 , . 52 

PANZERBLITZ Series Replay .... 45 

BISMARCK Design Analysis 31 

A. H. Philosophy 14 

Early indications are that ORIGINS '80 has 
had to switch its site and date. The much an- 
ticipated July weekend at the University of 
Delaware is apparently out due to the 
University's inability to guarantee access to all 
the necessary facilities. The new plans are to 
again hold the convention at Widener College in 
Widener, PA during the June 27-29 weekend. 
We'll keep you posted as more details become 
available. 

Among the wargame tournaments being 
held at WARCON '80 this February 8, 9, 1 are 
competitions in DIPLOMACY, KINGMAKER, 
WS&IM, SQUAD LEADER, CROSS OF IRON, 
PANZER LEADER, and VITP. Registration is 
$4.00 before January 15 and $5.00 at the 
door. See the Convention Calendar for details. 

The EmpiriCon ll/Conspiracy is a combined 
science fiction and gaming convention to be held Ju- 
ly 4,5,6 at the Prince George Hotel, 1 4 E 28th St., 
NY, NY. As one might expect the convention will 
be heavily oriented towards fantasy and science fic- 
tion games although a D/PtO/W/lCy tournament 
will be featured. Registration fees are set at $6 until 
February 1 , $ 7 .50 until June 2 1 st, and $ 9 thereafter. 

GLASCON V (Greater Los Angeles Simulation 
Convention) will be held July 1 1 ,12,1 3 atthe Air- 
port Marina Hotel in Los Angeles, CA. Events are 
planned for MIDWAY, 1776, TOBRUK, 
DIPLOMACY, KINGMAKER, GETTYSBURG, 
SQUAD LEADER/COS. WS&IM, BISMARCK, 
PANZERBLITZ, PANZER LEADER and more. 
Pre-registration is set at $6 with tickets at the door 
going for $8. 

Tom Oleson informs us that the ANZIO adden- 
dum dated November 1 977, is now available. It is 
eight pages long, nearly all variant rules, many of 
them new. It has already been mailed to those who 
paid for the 1977 addendum, but did not receive it, 
because it was no longer available. Anyone else 
wanting the addendum should order it from Tom 
Oleson, Piso9-1 ,0rense32, Madrid 20, Spain, on 
the following basis: 

1 . To a European address, send an unstamped, 
self-addressed envelope containing one U.S. dollar 
(check, money order, or stamps). 

2. To anywhere else, the same, but $2. 
Whatever you send be sure to wrap it in opaque 

paper so it won't show through the envelope . At the 
present time, it costs Tom $ 1 .8 5 to copy and airmail 
the addendum to the U.S., exclusive of paper costs . 
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"Wargaming Moves Uptown" might well be 
the headline of an article about the recent open- 
ing of "SWORD OF THE PHOENIX" -probably 
the most expensive hobby shop of its kind in a 
city the size of Atlanta. Located in luxurious Park 
Place Shopping Center and stocked with "the 
widest selection of board games and military 
miniatures in the Southeast", this store 
represents a real "class" wargaming image to all 
passersby as you can see from the above illustra- 
tion. When in Atlanta be sure to drop into the 
mall at 4505 Ashford Dunwoody Road to check 
out how the other half lives. 

Taking a page from several other GENERAL 
subscribers who have produced their own pbm 
sheets for their favorite games, Chester Hendrix 
has filled the void for STARSHIP TROOPERS by 
printing TERRAN and ARACHNID PBM sheets. 
Each sheet is good for three turns and includes 
all variant counters lexcept recruitsl published 
in Vol. 1 3, No. 6 of the GENERAL plus some ad- 
ditional units he plans to introduce in a second 
edition variant to appear in the GENERAL. 
Those interested in acquiring the sheets, or 
playtesting his postal system and/or new 
scenarios, or who would be willing to share 
with him any ideas for rules clarifications or 
questions & answers should contact him at his 
760 Sycamore Ave., Marysville, CA 95901 ad- 
dress. Chester will send you sample sheets for 
two 1 5C stamps and a SASE, or 50 sheets for 
$4.00 

Those wanting the complete set could 
send an additional $2.00 and get 25 Humanoid 
sheets as well. 



Nobody submitted the solution for Contest 
90 exactly as explained in the previous issue. 
Murry Burns of Tuscumbia, Ala., came the 
closest with a very strong starting position. 
Three other contestants who had better than 
average setups and who were awarded prizes 
were: Louis Desy, Jr., Worcester, Ma.; G.F. 
Lientz, Charlottesville, Va. and Jerry Hall, 
Wichita, Ks, 

The keys to solving Contest No. 91 are: 

eliminating the German units in Bryansk first so 
the units in hex U14 are not combat supplied, 
knowing Finnish units (like the one in hex SI 3) 
are always in supply, dropping a paratrooper to 
cut off the retreat route of the units in Ul 4, and 
remembering that units in woods hexes do not 
retreat (including Bryansk which is a woods hex 
as well as a cityl. 

The exact sequence is as follows: Drop a 
paratrooper in hex T16 (within the eight hex 
range of the Stavka unit in Tula). Move the 10-7 



and 8-6 armor units to hex U 13, and the two 7-4 
infantry units to T1 3, all four to attack Bryansk 
at 4-1 odds, a die roll of 5 eliminating both Ger- 
man units. The two 5-3 infantry units at T12 
move to SI 2 and the one 5-3 infantry unit at 
S1 1 moves to R1 3, all three attacking the 3-4 
Finn infantry at 5-1 odds, a die roll of 1 
eliminating the unit in an exchange. Finally, the 
5-7 cavalry unit moves to VI 4attacking the two 
units in U14, now not combat supplied (both 
units worth one factor eachl, at 2-1 odds, rolling 
an exchange with a 4, eliminating one unit while 
the other is eliminated because it has no retreat 
route. 



CONVENTION CALENDAR 

The following lis: of gaming conventions is made 
strictly on the basis of the prcsenraiion of a date to us by 
the convention publicity chairman. Avalon Hill does not 
necessarily attend or endorse ihe gatherings listed below, 
nor do we mean to suggest that events using Avalon Hill 
games will be held there, although it is likely that at least 
casual, open gaming with AH games will be present. 
Readers are urged tocomact ihe sources listed for further 
information before making plans to attend. 

JANUARY 18-19-20 
WINTERWAR VII, Champaign, ILL 
Contact: Alan B. Conrad, 2215 S, First #103, 
Champaign, IL 61820 

FEBRUARY 1-2-3 
WARCON '80, Texas 

Contact: WarCon '80, Box 57 18, College Station, 
TX 77844 

MARCH 14-15-16 
UPPER SOUTH CLAVE 

Contact: Red Carpet Inn, P.O. Box 8423, 
Louisville, KY 40802 

MARCH 22-23 
SIMCON II, Rochester, NY 
Contact: SimCon II, Box 5142, River Station, 
Rochester, NY 14627 

MAY 16-17-18-19 

CAN GAMES '80, Ottawa, ON 

Contact: Can Games '80, 201-360 Dundas St., 

Vanier, Ontario K1L7W7 

MAY 23-24-25 
GENGHIS CON II, Denver. CO 
Contact: Denver Gamers Association, 2527 
Gaylord St., Denver, CO 80205 

JUNE 6-7-8 
MICHICON IX GAMEFEST, Detroit, MI 
Contact: Metro Detroit Gamers, P.O. Box 787, 
Troy, Ml 48099 

JUNE30/JULY 1 

NAN CON II, Houston, TX 

Contact: Nan's Toys and Games, 1385 Gallena 

Mall, Houston, TX 77056 

JULY 4-5-6 

EMPIRICON Il/ConSpiracy, New York, NY 
Contact: POB 682, Church Street Station, New 
York, NY 10008 

JULY 11-12-13 
GLASC V, Los Angeles, CA 
Contact: L. Daniel. 7048 Keokuk Ave,, Canoga 
Park, CA 91306 

AUGUST 1-2-3 
CWA CON '80, 

Contact: Tony Adams, 3605 Bobolink, Rolling 
Meadows, IL 60008 



OPPONENTS WANTED 
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PI. AIW. SUB, ap f a IH04 All lotRfl 
dniw-croJ. Vrlnm Bj*, Stcir Vaimrj, Bnkiliilf; 
WitBimtl t CMh, 1 71 si ..■ kff Kd. , Pkltflftd, MA 

mm 

W.titwl onpoficnii. for flf Mnt. Jul , PI. JR. KM. 
SSI, alio l( tMCftfutd nt rNii lii MR. J *d| n- 
plain clw phm iiitrm. Thi'imai ('. Hunter, 111, W- 
Chuirfi 51 . WinrhEvtrnn MA *HH«0, tV-HS, 

?1W-, 

PMi area rated ripproinriii wanltJ Int TRC and 
GniW. I'm rirnl l*ij, pa,m4 Miformn'k. U 
{hrymne I ant, VamMiuih JNm, MA 02rj75. 

',' ' "■:: ton m __ 

rhtf mvgtt i he I urn re! Ihr American Waiyam. 
tii il A Mod Blind OfTctl monlhlj' inapa^mr. 



I JwMiy iirejlu»lMift. ec*> 
vnilion ilouiiianicnl lunpnn, puUicn umi, and 
.... ■■■-. i-i .-■.;. »K^yml. OafKc rhlllm. 122$ 
I Hand, iHM, Anil Arbnt. Ml «ltD$, 
JIJ-MWJ126. 



Mnro Ociniii tiarneen raw Iwndfdh uS m> 
imrmil!. lor oB AH plm rolE piavuie and nuh» 
lUrm-i Vr'ttily fflctlingi ilfxmn| iTirnJh BrMt- 
pei ii ion. c 'oavcMtofw i *i« .. jn,ir J in Moir, KW 
^ MiWrci), [Jeirbtitn. MlfiJIri HI WnU] 
Area bM brfiruiEr ncath fbm Of (Il Drewvirnti 
Hah-c PH. Pl. r BJJ. SST , M U , Sufr. I W. S1. Are 
InETf jii. -,!.|lv n ii l nr.i'' M.Ji.icI (■. Zynda. 
Q.J1K S DM M»>. «2, Fttfll. Ml 4SOI7. 
JIJ-*M-J27J. 



Whe te Have jJI ib* Mn^lifti* Wariaflief 1 
Willltl AK.Alri, il., Miit, 'Urpd.lft, 
Ho* Irnoui [ufiPini a chat), w ftcJii fM you 
Robtri licJdard. USu fftl, MihlttDn, 
«*U. MG--!j.}'ljfil. 



Adrul! pla.>et nannphdn iipfl(i|i«»|T. fof AK. 1JD. 
TRC, III dlrwn New In aiea al I HXl All leinc. 
Wincred;. Sieve S.'A11«. IJ11 Jin 5l, N-WV, 
RiH-ticMfi, M N 5!*H , ftV"-JH I- > I )S, 



14 yr. «ld LHikdif lor. IK nt-pi in ML, PH, PL. 
AIW- , Anno and TRC . Dn ramjtui pre r«*d. go rfr 
M#i>ki|tr Ppfti nm in PQ wanted. BnieE 
l*icni(iiMa.i, I'.Ci 1 1130 Mj.Jkiirl £ •>1IcbC, Si 
Paul. MN JJIOi. rHi-MT,***!,. 



ruedl r.M (J|j, B9, SL, 'Grid, 

Bit. COI and JR. Will Irai u MhEf s. am 1 3 fr. oM. 
*UI pli> 'tilad if mad, D»hr Ba.ni a id , 650 C hn 
lywfe Ha atanrad, Mft«.»C W»Wa?, 

1,- ..,,:,,;:„ ■:„ r V ft Ml Cl | ■, ■ , . | Ull 

.\HiH.-.iher> DanCunKLl. n^Mi-^,u,i. p,,-|r. 

Itt iippiinran »j4ired I in SI anJ CX9I An.) 

Ramcn in Ihe Morehead Cii*. .BeaAilon aj<a.' 1* 
HwiJ<*xfn. S".f.l Uf» U2. Uraufort. MT Z85I6, 

Join JCTiey WargiPheti. v-i twice nionril. 
rewetin.ni. *■ ■,■««*. t l ub NtMari,. iom u JUimi*. 
dii'.THanli on iamn lew mrnwini. 40 + niemrwr i 
PfinnetKi f-fiprn. J^ihn I I0\t.y. 4.W W'^vnt 5l. , 

NJ iniof,.2ii.n.ii.;ut. 

Ailantk CMunry N.J. Soulh, Jetwi Wariamcr) 
\\tik 1tJ pUyeii SI -COI. KM. W'SIM. SUB. 
■ ,l-i i - " . I W, HS I . PL . IR New e\ rundlinj tbub, 
llmr> J Riehl, 4l>, 4 /Ion kft*L Maji I ardltii, 
NJ WJJIJ , Mtl--jiJ7-J7W. 
I all ,ii* ill 1 1 , i ci 1 1 fj i-. ' ! iom : st- p' ■s.Minni 
L-n.h.mi« I'toKtani, New Venarwn fur COI 
ai'idahlr, nred, n|a).rti|iibt ViiJI nkkimr mutt 
r™ yintn'! Ftw into weire: Brian Mariuui,, I JH 
Crtlftl At, , and ft. , QOFaa CHy, NJ fJKM. 
CJppo nerds wanted forfil, p.hp. (ir p*na, rmiHHi 
■it. *.n play any and all uamn. ARPA :•■. 
lurqntrdi. I U.-u. >iS| , i.,i,,f, WilM.MR. Jift 
Kenn%, JaJ Mnrni, <*m., heomo. M UKA 1 1 , 



Aduli whdwaniinonliv'fiiid, pbnt. Winaniwff 
-H V.KI- V. rUlnttOD, Michael LamtH)-, 10 J 441 h 
S t., Umiiwi Oly, NJlJnM7.fHiT-7at3|. 
*.'it.-i"-i-;-.lhii^-iI lor SST Nol area ratrd. 
AiWlli-pluyrf 1 Will jiUy Inrunior alirni. Any 
ytEnarin. Fl f nr p*m. Chm CMUf, K l> *2 Hall 
Road, Cen tral Squaje, NV NOki, *'H 7M4 

Fnetr inuii ne -om* jaiibfit aroilnd. CCilftgruu 
onenK AN7, " -, SI , IRl Mtj 
. ,„.,i near V F1CA- ROKflcT Area ! JMJO 
III. W M. C. ixiprr, ifjmilLon Cutleat, t'linitm, , 
NY IH.I.JH-BTJ-HH 



Socd pC-ii oppt--neni i.t SI . ■ HI SI Ii. W 
TAC, DD of dn yim lite near Vpjief Heylord 
Lneliraj. W'.|| p|| T H1 ARE:A rated ISuOunilned 
Stnen Lanj, P.U. H,», 6:, AP*> NV. NVWPMi, 
Hil-MIW 



Nmitt rwyn tJ"fl dts,l!ei [*fti PB. Nm-air«a. 
NYSE utLaT-auJahlE hwii. Bmnoi i>\iern,.k HrPJFik 
H«\'h), AflKF Emhaiyy I intra, AlO API I N>| 

LTJii!, 

Adull phm opponEnu M&ncnd. RarflJ or ikh., Pbi. 
I Saijwo^lHitfiHl OwumniLAILfaaiunandniaJi> 
nlherY In rne Iruiw yoiu pfe*etrnrt. All in- 
guiiio aniwcrrd Mike S*t, KMI- 1lr.il, Hd.. 

ColJkn.NV 14P33 

Adult waigamn |24| leeii 
hpit- [ AK. RW, |T7n, Hhii, C*n'77. Will play 
olher aamri ai >«Q. Ul Wily. Sfr»T Piaid am J...I . 
imnirtonAir. Ant IP, Minecla, NV llitll, 

invuia:! 

WaBltrd info on aanm cluri New ili.1 < ,u M". 
aen l,H)Liih| lur l"l|i gund LunUuwjn. Skawn 
■"-■■ :■' i Bg (Wriii si., Nt*- Vmrt. NV io o at 
I- iptfeni-ed ram- ARLA rated nliiei ki play SI , 
CCH, BIS and I lit Hi jifrfn Ruwiani nil 
I ail M1l Ffolll. Cermam, «n Wmetn I'fimii Ha ,? 
Snrift I [«. NkkpUy JMOly, MOW , l«h St. , A[4 
|». Nr* V.-.ik. •.-! m«i:i. :i: . h -"-JH«W. 
ii .- .- - -.. .rtH»rwr«i r« PI Aiea ll». Will 
artowfT all khten. AULA laied i-ippoiKn^ ltnl> 
RJvh*hu BOVLPfrt. P.D. Bax ilJ. Roicdalr, NV 
1 1 42 J 



W'pnird pMi Cuad or Ifl AUC , DD, WAS. VI 1'f . 
Fllf, B]S. IUV0. Crad. A(rtonl) , Fl f Syr NY 
area only. WilJ answer all IfileH. ion HfaJIrj 
Hd»illd. TTT Emrmoii Aye.. SyrocBif,, NY 

I J7J4, JI^-tM-TajH. 

Adull fimti leeli laieil pfern oamei in WS3M. 
lttC,J.W.i'|.,Sl J . ptS.JR.RW.ArcaliOfJ.AH 
IfJUn a.nAWE¥fMl. BohbL C. Sn-pp.. i4IJl 
tlvrxiwiw Rd., AH. D. Columnut, tlH 4J,2M. 

614-fTMm. 

Anilge adull yreii r*m uppnnenH m PB, a|ic 
IlISi .GOJ toVaaha 1 ' HtiHldConnilr.an.TI N.W 
dranl , ConaJIn, OA «Tlh». 7?4-»7TJ7/. 



< JrrrhyiiL-ni WIHtJ di rtufi-arra playci ol er.ep. 
Itorul ikill at I win. W!i|M. FlW' W.iidi) prrlef 
"I" i-i,i W pnEktal I -imp in Ahl H-arfamn 

.Mirier, p.rj Bnl J, Sandy, OR 

*W5, (HiiJlSJT. 

Ailnh 1H MfiaUftl Lvmptliuon tn mu--l All jauvt- 
including PL. tllL. ift, S| .C(l| LW, HelamitT, 
:?On N.t 301 Si, rrnmrlalf, OR WTlTW, 



S^red nbm oppiinrnn 1.ir Ak . Will play all a^tnc 
in the deal h . MlifrtflllrkanWO. Will initrer all 
lEfter.. Rotwn StiiL'k, 4 A h u:omi Lartlf. CH> 
-.-., ,.-. f\ \'H2t,. :i*-J.f« la> 
AR£A fl [J player rtiierwtd fl i aled phni PB, Efll, 
WAT, dr Luft Ft! man) rwlkns, rnted or TIOI 
[ arlii ArnMa, HI CUMMg Ihii e. , Glmolden, 

PA IMJn.JI I-incHJJklM. 

1- Jiy TTHafk , AKa 9DD pr.au. Fll « pom lor MiU , 
171ft, SL, t AI-. Hi- Nrn l.i |Jun. T.iin -iMeni 
phranc. Handy twown, 4flM ViriiiiLj Rd.. 
M : .l ,,n .!,.... i-\ I'm; 
Oppoomn Wanitd: pbui Iki, ( 0|y. i i il. Dip 
IW, MR. SL. Suli, TRC, ttaU, oihei 
warfumey VVltB F« Iiic ARtA ralrd preferred, 
. k'xiK.'MUHJipfct, 



■■---.-!. PI ,1 



. -. , ■■ 



Lepled. J.C. I ■■-■- -r ; 
bip. S<: 3*JJH. 


ISC* 


S1 .CB c.tolum 


Mullifihnnr KM. MH 




youriB Hdlill eOitpk. Ctnitd Irovesl Grce-viUe- 
Culiunbia-Augusia John Wooden, JftJ P.l.L.-- 
-V.- . toeeni.ood.SC 2*SM,, hW *2».22»I. 



ARJL*, wed ptun. Iff. tAC, DIP W,||. 
pamemailc, Dip. AI™ Omi ika ptione ag*inn 
mt Of my .'wrmuler. FIT 'Giad, Jul. Mid. Bill 
Siewan. Vftf UvflsT Utl*c„ Mumfhl^, IN 

jB.IB,WH-Tra-tg», 

Non-Micd pfrfn dfrTMHKtlb lew "Cirad. BL, BB. 
PB. TRC. Any lide. \U Iklcti, anawetetf. Hty 
Mtmphu" Hi.™ about ric" Cttm" duj nl ike 
f Krtt^h*W. Meniptlii, 
1 -v l:v ... -uj fi«52. 

AfttA UffliiftimieddrylH-LphrneitlllAK. Area. 

only. Brad Vjeni, ft'1 Harding Pr, Apt 0-K, 

Naynyille.T N 37JII, pl?-B32-B9« 

lii<i MDud/Klllcffi/'L'mc gam«y -HinrrJ I. it 1M 

B««RjjJtaHI r^nceially PB, PL, AIW, ITTo. Sh 

joii at BunleTaicall, Jan $H«n, p.[J. Box M47, 

S! Ilwd, l\7f».i:44, JJi J«7y 

Are i here an> orHWinemihti^" I hair flwil Ml 

gairin.. Need adull wilh an mtetn in a Fnrndly 

[.ai»if IJliII MnCircn, III Ptappapo, Gadnlon, 

TX77»ffl,7m>jHL 

Winn pbrn AK , 'Cirad. rilftel yule. GtkkI (cwt 21 1, 
hormt jrnlt-iLinr-.iwi.h piayefi Mnly. pkaact: Will 
hnnh Send rulei iipiniiapi, fnyl mny* Il ap- 
IdiyaWt Phlliri Rirnnm. KKU 54m Seta-eiaji Cl, 

\-- I! ■:■■' II -, --, I \ ■--■. ':: :i.'* 

IJll-OMIOdiiftglori-kubotllUipponrnUroplaj 
Bl.. Ak, PB. Mid, SS-1 or LW, Ton Heii.tr, 
123417 Kip Van Wmkle, Houilon, T\ 77034, 

4 04-41.3* 

Dip. KM. WSJM, BIS, KB- mull.-playeriianws, 
Rai<d ,,:! rwfl-tm-rd MoPiHlly fine '■pinoy" 
SASF. (or umple. Roy- tt. Henrick., I - ■ ■ !!■■• 
HZ77, Kithltinnd, VA 2J234, B04.2T2.7«27. 

i a.*!a(* notyer ww pbm 
L to play Bntnh yiih in AK. Prunittt ki 
l ii lip a y.-l rigkl, Mark ^Enut. %3a 1 1 ll.-r 

fcd , fcrtlei ue. Wa VHTiX 

t DWUU County. IfUrtCAE. AOC, LW, 

M id, P B, PL , RW , V 1 1 P, J.H. Stib. 1 77*. [Vr«|, 
BB. Hi.. Bk, 193-1. Wrll Hniwet Irtteji anduili 
ion> Mof num. liWN I Jih. K.*n, w A flHWd, 

ftjfi :'■!> 

NooJ .-.pponffLit inr si , pb. pi. toB. RW, 
AIW , COr r will play oilier gapM, -VI Eaj i .,. -JSM 
DS.Mrtla din, Pujallup. WA flfl.ri. Ml ITM 
Pbm Mid, Rii,. lorluding I. oral Sea, Cjtal Sptr 
mrmiii Earn playn ornpirea one aame, plan 
I»n. SendiornirwpreriftfliOhi,, Adoll.iwilj, Ml 
Abd*r(, T4.hh Bill Jaw. N.W., SeanH WA 

<rtin,i Of.- TB4-2]4A. 

l> ihere- any cu> in ibji world for ih* pow «nftur- 
r-'ll 



W.SIM Sub, SSI, 
II. AMI Je*h S* 
mn, Ti^-iiy7». 



L. uinl phm AK. K>ltiuNaneoui 
'ciiMd CR1 and WnfHj N In:.- 
lyitenM iviii pU> IioiImiiItiI Ml fnci IIW+ a«: 



III y[. .ikJ ieea.4 ftr oppopean. Like moai 


Ml 


game 1 , am lair ptaycr and like ptaying Axil. 


Are 


1 here j,ri> i ll»h> irtntndf Tom FilD. 372! K. F 




Tarawa. WAfllWJ, 7JJ-414J 




C ngull lam area, ad nit earner wanli HE DOtHm 


LIU, 


MX, lny.JSM.rRC. J&VCAE.C OfelMi 


na 


Loinrhmeed Mall, Burmay, Bf VI J 




*3MWI. 





KJ. 

toronrn AH LnthAitiam," I nuking (or good 
wargameri iPtEmled in hi -*eck£y inteimji and 
algtiUiiMi . ,-.,m;w:i n „.:n K-Hnl of ullrllcd pla> 
Work out day arid pliiz-r. Anynueiniereited?! An 

I -jp ■--.'!. J I i ii K .p!ir u M t .Mm.-,-' .,.- - 

Canada M^BJM5,2SM?qfl. 

Still uiuieleiEFd! I'm AHEA J722and lookmjjor 
nwte piiink. II your Feudal armieidn nol trrmhk 
Ml heiliOi ru> HUffli'. ifhcn Wrffir !'« pbrn Umrui-- 
imn* | am ine l-eudal Kin^ h Tke I etidal King. f» 
Sharon Si .. St. CaEkannn. Ontario. Canatta UN 

1J4, 4HV)IMa» 

Who play i aajne. in Gi eele? Am realty Jcinrrate 
BB. COL, Dll, r- 'r-ffl. I. W. Mid. 1 77S, SL. SST. 
Sub.. JR. lob, pirate fit only. Air-. Kaiaratuan, 
• - ISipuFiiVo, Alheni, Gtee.-ei , .72l4-»T 



Any ^atEammg dun* in Xelowpa* Am lonely! 
HJJM BB. SL, COI, MR, PB, 3R, WSIM, Tab, 
RW. ITTo, TRC *rid «k|i«i. IUiiv t.Lflp, 2Jt3 



For Sak Of Ti*ik many AH clanict. incuadinf 
Crtiad. Send SaSE (or lid. Mark E4rak, II J C 
AriWnria.Fl H uH i;hWLai,AZ»jfilJ,Wfl-4ii.-l'riLj. 

W' anted EO buy: Mr PrevaderH l-iompletef or copy 
or nteumbem (dm lined In itM«£r bfjn I'd. O V 
tilwfii, p a. .pamji, 1j»ub VuHcji, C.A OJJJB. 
W'auEed : back nine* ill General corclumiruj FT'-UI 
ajl^k>, Oat HKfO*, copies Ol *amc ann**. Ac- 
cented In lieu of General mum. Will pay 
reaaonablr ptm. Innti B.Slntm, PO fliiy Jpl.. 
r'i.Ttoipinj.CAjlW) 

For kill BW, nld AlUW bwlh oLumpltle >fl f- 
cdletm ouffidlllwi- JSIi«cl|. John O'Prnka. *7J 
Kandle Dnye .. Fi BeiimnE, liA J I Wfl. oPI-WWI 
Wamtil' Th* GcikHtL VoUumtt 1 uiroiith iu. 
OnjiinaJi only. Wdl pay I? ea.n pluy pnylaif 
AImj. ictoi. ol '«W Ati^iO ilijlri- Will pay ,5 
ftoben KrdCk. Kl-uiic 1. Vm Ml. Pmrie View,, 

IL MOW, jT3-459*?T6T. 

I - -V.I- ■/■■: h-..,^.vr ; i i. : :. s^, <.andm,m 
{jnm fume ip Geiinant Send ilanip I ;n Ii*.: nail 
prxii I'll pay ponaax kn USA 4M APO'u. I Ll 
I »■...). HniFicld. HHH JjJT i-~A. APO NY (J0J32, 

W7dij6.26aZ 

DVfKRtcl Need mn .|J Mihon Bradle> 
Game*— "Badle Cry" and "BrDad-Mik" -Uatne 
your EHUifiarite pru* C'rOOd condole. n or teuti 
pleau-. All leilei* ap-i-weted. Ej-io ManriD. 

8U.J9eiS n..Siratllc, WAMH44, 

eTppcirwrii i wanted foi Hi Dip fLaroev in areatei- 
Yan^ou-Ler ntea. Are Ertrre arty Dip Clubi in 
t>0*i. Afrttwd Winn), API 4IM- 4i t H ft»C 

VBiKottyifE, bc vjTfjjT, m$m. 

laret volki'lion tor yaJe. Intludo HmLand r (i7 
EfSfiO, CftO/BaVS (MUl. All gamp. .n. fluent 
coeidiiHwi Write Kk Iim: Alio kaie raililaj*. 
I-..--I ■■■! v l-.n>l- ,in,l iioi: ».tii,irtiev AiMlrev, 
W'ehlwr. 4 BtadJnrcwi Rd. i*. ru*«iw, EyntBrw, 
MHZJV3. 

Warned (.■;■•- -"' . ■ -I- '•. ■ I m V 4 

Will pay lop priLf- plu* po*i aee. M uv: be in good 
cuiiliiiou |.l,i- L-artanl* All n-lteiy anypreted, W, 
/ffllwelef. * Tiwal Aiemar, Hrilfyiae Hci(hl4. 
Sixilh Auli ralia ?050. 



GENERAL BACK ISSUES 



Only the foitawtni GENERAL hack issues .ir*- ivi-lnSfe. price 
handling dursea upioi ni;i^iriuiiii pAMUiyirfhiLrjiiroi >2.uir. tit-:\f- 

fcK I h !■> *n r nlhc-rpiirlviyrcliTTs. J.1ul l tiy Ihm f_| liii n m ii;s ail some rHUtkbctl 



i^ S'llK, per issuirpLili |OSj jn^t.igc-iinJ 
fi.i 1 ptysilupu? unupniih rnjiv HOI he iihCi! 
, we reqaesj thiii you jpedfj ,tn aktmitc 




liit «n> Kleetlon>'ou muikc. Thc-indcs below lists the tLinlcnts o| each issue hy ^ubitvamiitlcr. iCrtHiFtiirtieJes 
AK dni|}t,ati?d by an * , scries rep Li ys a re tUtJicl. f d . JiH(J i lie iiumpc) follOUf i Oji eocb U»ae i^ [he- reader r^ i hs.il ul 
rhjf pa rl Li-Li Lie issue 



'I7T6. Anzio. tfiisucHaneous. J?an?crlnlii?, Chancellor wUk, Panzer Ltrddcr, Stalingrad. 

Tables II . . . 2,57 

'3 Ttfbruk, Pm&rbllrz* Bulge HliLztrk-g, Panrcr leader. Stalingrad . . . 3.30 

'Caesar— Alcsia -5. Tiic Russian Campaign, Luftwaffe, Thifd Reich, Arab- Israeli War*,, 

Afrika Korps, Panwr Leader . . . 3,56 
■KiriBmay.er -7, A texantie r, Squad Leader . . , J.27 

'Arab Israeli Wars -3 f Staftngratj. Russian Campaign, Third Reich, War Ai Sea . . .3.17 
"Victory in I he Pacific -2, Statin^rad. Third Reich. Ricluofen's War, 

Jutland , 1776 . . . 2. Si 
'Squad Leader -J, WS + !M, Russian Campaign, Midway, Siarship Traapcrs. Third 

Rcfcn, Miscc'ILaiiecnis , . . 2.77 

'D-DflY. Victory in f he Pacific, Panzer Leader, Caesar's Legions, Tobruk . . . 5^5-1 
'{jeHysburg -3, Sqtted Leader, Starship Trtiopers. Russian Campaign . , . 3.4JJ 

'Panzer LcaJer, Stalingrad, Third Reich, D-Uav. Rail Baron, Viciory In The 

Pacifit: . . .3.44 
'Assault on Crete -3. Invasion o f Mali a . Russian Campaign, Th ird Reich , Squad Leader , 

War Al Sea, Misc. . , 3,44 
•Submarine -2, Caesar's Legions, Pan/erblii/, I bird Reich, WS& ].V1. Squad I eadcr, 

Waterloo , . . 3.31 
■Midway, WS & IM. Origiins— Third Reich, Afrika Korps, D-Day, Squad Leader. 

FeudaL Alesia, War Al Sea, Siarship Trooper . . . 3.13 
*Cross of Iron -3, Victory In ihe Paeillc, War Ai Sea, Arab-lsraeli Wars. Siarship 

Troopers, Panzer Leader , , , 2,4% 

'An/io-3. Paitzerhtiiz, Third Reich, isfapoleon. (77f>. Diplcjrnacy , , . 2.67 
'Bismarck 4. PmattblttZ Afrika Koips. 17^6. WS&IM , , . 3.28 
"Panzer Leader, Cross of Iron, War AtSea.Tobruk. 1 776, Midway r Mise . . 
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MOVEMENT 

Q: When a character executes ihe first of two 

MOVE phases to enter a Mown a in Clearing, does. 

he mo^e ha]fway 10 (he Mountain Clearing or 

docs he stay where he is? If he stays, can he be 

Blocked there before doing ihe second MOVE? 

A: He siays where he is and he can be Blocked 

after the first move. 

Q: W hen a character on a pon y si a rt s his rum by 

using a MOVE phase lo move two Clearings,, can 

he Block or he Blocked in the first Clearing he 

enters? 

A: Yes. 

Q: Can a character HIDE and. remain hidden if he 

does other activities (such as SEARCH)? 

A: Yes, 

CHARACTER SPECIAL ABILITIES 

Qt Is the Swordsman's BARTER ability to rail 
one die whenever he trades (as indicated on his 
eardlor Eosubtraet oncfrom the die roil each time 
he rolls {as stated in the rulehook)? 
A: Oops! The card is right: he rolls one die 
without subtracting. 

Q; How many limes a day can the Captain use his 
REPUTATION to get an extra phase in a Dwell- 
ing? 

A: He gels only one extra phase per day, 
Q: Is PEACE WITH NATURE mandatory for 
ihe Druid or can he choose to ignore it? 
A: It is mandatory. 

Q: How does the Druid's PEACE WITH 
NATURE work when there are other characters 
in his tile? 

A: PEACE WITH NATURE docs noi prevent 
monsters from appearing al Ihe end of other 
players" turns, only ai the end of thcDruid's turn. 
If I he Druid moved in first no monsters would ap- 
pear then, bui when the other characters arrived 
I hey would trigger monsters normally. 
Q; Can the PILCRIM Block or be Blocked by 
[>cmons and ihe Imp? 

A; He can Block them but ihcy cannot Block him. 
Q: h seems thai when the Witch King is using 
MAGIC SIGHT he cannot find horse counters 
and he mtisi roll a T result to find hidden paths or 
secret passages. Is this correct? 
A: Yes. 

Q: Can the Wiich King tor any oiher character 
who is using MAGIC SIGHT) draw Treasures or 
Spells from a Treasure location pile if he has not 
found thai Treasure location and crossed it off? 
A: No. You must have crossed the location off to 
be 'at' it. 

COMBAT 

Q: Can I attack with my weapon even if it is 

unready? 

A: Yes. 

Q; Then what good does it do lo ready my 

^ClLpOll .' 

A: Bows and spears inflict more damage when 
(hey are readied: being ready docs not affect the 
other weapons unless optional rule 2.1 (Weapon 
Times) is being used. (Spears Inflict "Negligible" 
damage when unready.) 

t?E InCombat, am I limited toattackingoneofthe 
monsters, natives and character* who arc attack- 
ing me? 

A: Nn. You can attack someone who isnoi attack- 
ing you, if you wish. 

Q: What happens when two (or more) weapons 
with the same speed and length simultaneously 
strike ihe same piece of armor? 
A; Both (all) of thcaitacks inflict damage on ihe 
armor, but both (all) of the attacks count as hii- 
ting (he armor— nol the character carrying ihe ar- 
mor. £~X A MPl.fi: VmtT Heavy attacks hit a 
Medium shield simultaneously. The shield is 
destroyed and the target character lakes four 
wounds, but no damage is inflicted on the 
character or any other armor he is wearing. 
0: What happens if I hii a target who is dead by 
the time my attack is resolved (because he was 
killed by someone else's attack I hat was resolved 
first)? 

A: Your anack inflicts no damage and you get no 
credit for the kill „ bui it is still a hit and your 
weapon is unready for the next Round of Com- 
bat. 

i}\ When acharaeter is wounded and must remove 
a counter from play, exactly what kind of 
counters .;in he remove? 

A: The character can remove any MOVE, 
EIGHT, MAGIC, DUCK or BERSERK counter 
he has in play as long as he did not play it during 
i hat Round of Combat, if all of his combat 
counters in play were used during thai Round, 
i hen he must remove one of the counters he 
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played, IF alt of the character's counters are 
wounded or fatigued, he must change one of his 
fatigued counters inioawound. 
Q: How do I determine whether I must remote a 
counter due to fatigue during eombai? 
A: A| ihe end of each Round of Combat add up 
ihe asterisks on ihe FJGHT and MOVE counters 
you played I hat Round; if you played two MOVE 
aslerisks you must remove a MOVE counter, if 
you played two FIGHT asterisks you musi 
remote a EIGHT counter, if yoti played one 
MOVE asterisk and one FIGHT asterisk you must 
remove either a EIGHT or MOVE counter, as you 
choose r If you played only one asierlsk or none 
you do not fatigue that Round. 
(J: What counter do I remote when I faiigue? 
A: You can remove any counter you have in play, 
as long as ii is ihe righi type and has at least one 
asterisk on i|. If you remove a counter with two 
asterisks you can 'make change' and bring a 
fatigued single-asterisk counter of the same type 
back into play. 

U/: How- much do I fatigue if 1 play more than iwo 
asterisks in a Round (by using the POTION OF 
ENERGY to raise my effori limits)? 
A: Each extra asterisk causes you to fatigue an ex- 
tra counier I hat is ihe the same type as thai exira 
asterisk— so if you played four MOVE asterisks 
Vol] wotild fatigue ihrec M( )\'l. eoLiaucrN, one lor 
normal fatigue and two more for I he two cKira 
asterisks you played. You fatigue the counters one 
at a time, making change as you go. 
O: How do I fatigue if I play MOVE counier sand 
a MAGIC courtier (including a transformed color 
counter) in ihe same Round':' 
A: Calculate your MOVE faiiguc by counting up 
your MOVE aslerisks normally— in other words, 
jusi ignore the MAGIC counters. The trans- 
formed color counter fatigues at the end of (hat 
Round, and the MAGIC counter fatigues when 
ihe Spell expires (or at ihe end of the Round if the 
Spell expires during the Round). 
Q: When does Combat end in a Clearing? 
A: Combat ends if all of the following conditions 
are met for two consecutive Rounds: 

1 1 No cha racier , mon s ter , ria t ive or h orse i s k il led ; 
1) no combat courier is wounded or fatigued; 3) 
no Tremendous monsier counter is red side up; 4) 
no Spells are Cast, The third condition can be ig- 
nored until ihe THIRD ENCOUNTER and the 
fo tin h condition can be ignored until the SIXTH 
ENCOUNTER 

MONSTERS AND COMBAT 

Q: If two Sound counters simultaneously trigger 
the same box of monsters, where do the monsters 
go? 

A: To the counter with the lower number. The 
next box (if any) would go to the next higher 
number, etc. 

Q: Do the LOST CITY and LOST CASTLE 
counlcrs ever trigger monsiers? 
A : No. ( Unless the l Deadl y R ealm n rules a re being 
used.) 

O: If a character is hidden when he ends his turn, 
do active monsters on his tile still tnovt to his 
Clearing and are active monsters from ihe AP- 
PlARANO CHAR I slid placed li:i hi- tile even 
though he is hidden? 

A: Yes. Activated Monsters move into the 
character's Clearing and onto his tile even when 
he is hidden, if he Is hidden they will net Block nor 
attack him, however. 

Q: In whai order do the characters in a Clearing 
choose the monsters lhat are placed on their 
MELEE sections? This is important when two 
characters want lo choose the same monster, since 
the character who goes East can take the monster 
off of the other characters MEL. EH SECTION- 
A: The characters select monsters in clockwise 
order around the board, starting with ihe 
character who moved first that day — the same 
order in which they play MOVE counters to run 
away, 

Q: When a characier is moving monsters onto his 
sheeu can he take a red-side-up Tremendous 
monster that is on another character's sheen 
A: No! A Tremendous monster that is red side up 
must remain on the sheet where he is located. 
Q: Whai is the attack lime and weight for ihe 
spear-carrying goblins when the side wilhoul at- 
tack value-- n face up? 

A: They do not aiiack. Blank values mean 
'negligible 1 damage — no attack, 
Q: If the non-red side of a Tremendous monster 
counter attacks, hils and kills ihe monster's 
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target, is the Tremendous monster still turned red 

side up? 

A: No. 

Q: When the Demon or Winged Demon counter 

attacks, hits and rolls on the POWER OF THE 

PIT table, is it then turned red side up for the next 

Round :■■ (. ombat? 

A: Yes {unless i|s target is killed.) 

Q; When iwo (or more) weapons with the same 

length and attack time simultaneously kill the 

sam c monsl cr h wh o gets the FAME for k i II ing t hat 

monsiei? 

A: The FAME is divided equally between the 

characters making the simultaneous attacks. EX- 

A MPL E: I f t h rce ch aract ers simu 1 1 aneou sly k il I a 

10-point monsier, it is as if each one had killed a 

mon st c r worth 3 Vi points . I f the monsi er was the 

third kill of the day for one of the characters, he 

would triple his FAME gain and record It) poims 

for his pan in ihe kill. 

Q: Whai does the circled number on ihe red side 

of the Tremendous monsters mean? 

A: This indicates that ihe attack kills auiomaiica l- 

ly when it hits. The circled number is Ihe attack's 

time number. 

TREASURES AND ITEMS 

Q: If a characier is Blocked before he takes his 
turn, can he still activate, inactivate, abandon 
and/or sell items he is carrying? 
A: No. 

Q: Can I use the DRAGON FANG NECKLACE 
to control another dragon if i he dragon I was con- 
trolling is killed in eombai? 
A: Not umit the next day. The necklace can con- 
trot only one dragon per day and is still committed 
to ihat dragon even if it is killed. 
Q: If I sell an item with FAME points on il, do I 
keep ihe FAME points? 

A: No. The FAME and NOTORIETY points 
belong to the holder of the card (except for condi- 
tional FAME, which is gained by the character 
who delivers the card lo the proper native group). 
O: I->o the effects of a Potion treasure slop when 
the Potion card is discarded al Ihe end of Ihe day 
or are the effects permanent? 
A; The cf feels stop when the card is discarded. 
O: Are the horses at ihe CRYPT and MEADOW 
killed if they are discovered in a Cave? 
A: Yes, 

Q: When the Wiich King loots one of the 
TREASURES WITHIN TREASURES cards, does 
he use the MAGIC SIGHT table or she (able 
printed on the set up eh an? 
A; The table on the set up eh an. 

NATIVES 

Q: After the native groups arc introduced, all of 
the armor and weapon counters are setup in the 
groups' boxes at ihestan of the game. Where do 
the characters gel the armor and weapons with 
which they si art the game? 
A: Each character lakes his starting armor and 
weapon co u n ters from the n ati ve bo x ( es ) t h at con - 
tain them. If a character is emit led to a counter 
that is in several boxes hecan choose which bos to 
take it from— so a character entiiled 10 a helmet 
could lake il from the Company, Patrol, Soldiers 
or Guard. 

Qi Can characters buy and sell damaged armor? 
A; Yes, al full price as if it were not damaged. 
O: What happens if a characaier chooses one of 
his own hirelings as the target for a weapon at- 
tack? 

A: The hireling's whole group is no longer under 
hire to thai character and he must subtract their 
value from his recorded FAME and NOTORIE- 
TY (natives thai are not under hire to him are not 
affecied and he doesn't lose their value). The 
freed natives instantly siart fighting like unhired 
natives; freed natives on other characlers' or 
natives' MELEE SECTIONS stay there and at- 
tack, but if a freed native is on his own sheet all 
monsters and unhired natives there become un- 
committed and all hired natives there return lo 
their own sheets— and one of them can take the 
freed native's counter (if none of them take it then 
the freed native is uncommitted). No one has to 
roll lo be battled when natives are freed, but the 
freed natives 1 group battles the owners of ihe 
sheets where ihey are placed and all characters 
who auack a group member, starling at (he 
moment ihey are freed (so ai the very least they 
will battle the character who doublecrossed them 
and all other characters who were auack ing them 
at I hat ntomen t ) . Si nee t he n al i ves are freed wh en 
targets arc being chosen ae the si an of the melee 
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step, monsiers and natives that become uncom- 
mitted as a result will not be committed umil the 
next Round's encounter step. At ihe end of the 
day the freed natives arc returned to ihe locations 
where they started the game. 
Q: What happens when a character chooses one 
of his hirelings as a target for a Spell? 
A: If it is an attack Spell, it is treated like a weapon 
attack (see above). If it is any other Spell, the 
native stays hired and things proceed normally. 
Q: What happens if a character places one of his 
hirelings' counters on another of his hirelings' 
MELEE SECTION, so they fight each other? 
A; The owner of Ihe MELEE SECTION stays 
loyal, but the o t h er n at ive is freed ( alon g wit h t he 
rest of his group} as if he were attacked by his 
owner (see previous two questions). In this case 
monsters and hauling natives that become un- 
committed arc committed again thai same 
Round, at the same time thai other uncommitted 
monsters and natives are committed, 
Q: If I leave my horse behind when 1 go into a 
Cave, can I leave a hired native wiih il to hold it so 
I need not search for il when I return? 
A; No. You could leave a hired leader to guard ihe 
horse by Blocking anyone who moved in and tried 
to search for it, but he cannot hold the horse, (A 
hired capiain could hold the horse, as explained in 
optional rule 5.5; also, you would not have to 
search if you cached the horse as explained in op- 
tional 1 1 I =.- -i ' 

SPELLS (GENERAL RULES} 
Q: Can a Spell card ai a Treasure location (e.g., 
the Aha), be freed and Cast in ihe same way Spells 
can be Casi by Artifacts? 
A: No. They can only be learned and recorded. 
Q: Exactly how can a Permanent Spell be broken? 
A: In three ways: I) by killing the target on whom 
it is Cast; 2) by killing ihe character who Cast the 
Permanent Spell' or 3) by using a Spell- breaking 
Spell such as REMEDY. 

Q: When a Spell is Cast against a character who is 
riding a horse, does ihe Spell affect ihe horse or 
the rider? 

A; Attack Spells inflict damage like weapons and 
so affect ihe horse, if it is played. Other Spells af- 
fect ihe rider directly although they may include 
ihe horse in their effects; for example, MELT IN- 
TO MJST affecis a character and his items, in- 
cluding any horses he may have. 
Q: H ow m any t i mes c an I use a t ran sformed rotor 
counter before it fatigues? 
A: Only once, to enchant one tile, Casi one Spell 
or activate one Permanent Spell or Treasure. 

SPECIFIC TREASURES AND SPELLS 
Q: When a character uses the CRYSTAL BALL 
to execute a SPELL phase in a remote Clearing, 
can he use color magic thai is present in that 
Clearing? Can he use color mag ic (including his 
own counters) lhat is present in his own Clearing? 
A; Yes and yes, ihe color magic can come from 
either Clearing. 

Q: Can ASK DEMON be used 10 ask a player's 
future in lent ions? 
A: No, 

Q: If ENCHANT ARTIFACT is used to add a 
Spell lo an ariifact, can that Spell be learned by 
reading runes? 

At Yes t but only when ihe ENCHANT ARTI- 
FACT Spell is activated. 

Q: Exactly how does MELT INTO MIST affect a 
character? 

At He cannot do any activities except MOVE 
(with Tremendous carrying capacity), he cannot 
Block nor be Blocked and he cannot attack nor be 
attacked wiih weapons or Spells. He can use hid- 
den paths and secret passages freely as he moves 
(without discovering them}. Otherwise he plays 
normally. 

Q; Exactly how does MELT INTO MIST affeci a 
native or monster? 

Ai Thecountcr movesaround normally but other- 
wise is ignored, 

Q: Can counters that have been fatigued because 
of the WITHER curse be rested and brought back 
into play before the curse is removed? 
A: No. The character can rest to change his 
wounds lo fatigue bui he cannot bring his 
asterisked counters into play until the curse is 
removed . 

Q; Can REMEDY (or a similar Spell) be used to 
break a Spell in the same Round that thai other 
Spell is Casi? 

A: No, the target Spell musi be in effect at the 
star) of ihe Round. 

Q:If REMEDY is Cast on a characier who is suf- 
fering from two curses, are both removed? If the 
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same curse was inflicted twice* are both removed 
by one REMEDY? 

A; No and yes. Each time REMEDY is Casi it 
removes any one curse (e.g. h ASHES or 
DISGU51\ but not bolh) no mailer how many 
times the curse was inflicted. 
Q: When rolling WISHES, can 1 accumulaie l I 
wish Tor Strength' results so that my attack will m- 
fliei damage for several attacks in a row? 
A: No. It is always the very ne?ti attack that is af- 
fected. 

Q: Where does a garrison native go when I apply 
L | wish you were elsewhere* results to him when he 
is already at his starting dwelling? 
A: He stays where he is. 

Q: What are the differences between hiring a 
monster and controlling a monster? 
A: Hired monsters are treated like hired non- 
leaders— I hey cannot movc H search or II Lock ui- 
dependemly acid they cannot carry items. Con- 
trolled monsters are treated like hired leaders and 
can move, etc. independently and they can be rid- 
den if they fly. Hired monsters remain loyal until 
their term of hire expires regardless of the expira- 
tionof the Spells thai hi red them, while com rolled 
mon sters si op bei n g con t roll cd w hen t h c S pell ex ■ 
pi res. 
FLVIMG 

Q/; How do I use a ircasure or Spell ihac allows me 
to fly? 

A: Use it as if it were a MOVE counter' during an 
encounter step you can play it to run away or stop 
someone else from running away, during melee 
you can play it io do a maneuver and during 
movement you can use it to define your carrying 
capaciiy when you move h except you fly when you 
move r 

Q: What are the values shown on the treasure or 
Spell? 

A: The letter is the strength letter, showing ihe 
weight you can be carrying when you use the 
treasure or Spell. The number is the time number, 
which is used like a MOVE counter's lime number 
if the Sped of treasure is used in a melee or en- 
counter step. The *FLY' indicates that if you use 
ihe treasure or Spell to Leave [he Clearing, either 
moving or running away, you fly from tile to lile 
instead of moving along the roadways. 
Q: How do I use a Spell or treasure to fly away 
during combat? 

A: Play it at ihe same time and under the same cir- 
cumstances that you would play a MOVE counter 
to runaway. If it's a treasure, play the card iiself; 
if it's a Spell play the MAGIC counter you used to 
Cast ihe Spell. Assuming its time number is low 
enough 10 escape, instead of running halfway to 
ihe nc*i Clearing you fly halfway to ihe next 
tile— you choose any adjacent lile, place your 
character counter half on thai lile and you must 
start your next turn with a FLY phase eilher into 
iha[ [ile or back into the tile you are Hying oui of. 
Upon executing that FLY phase you must land 
before continuing your lurn. 
Q: How do I use it to maneuver or to stop some- 
one else from running away? 
A: You play the treasure card or MAGIC counter 
exactly as if Li were a MOVE counter. You do not 
fly out of the Clearing. 

Q: How do I use ihe ireasure or Spell lo fly from 
[ile to tile during movement? 
A: Record FLY phases and when you execute 
them display the card or MAGIC counter thai 
allows you 10 fly, As long as you continue ex- 
ecuting FLY phases you do noi land' you must 
land as soon as you execute a non-FLY phase or 
end your lurn. 

Q; Where do 1 land iii the tile? 
A : Roll a d i c an d land i n t h c Cleari rig t hat ma Lc hes 
the roll. If no Clearing matches the roll, roll 
again. 

Q: Can I Block or be Blocked while flying? 
A: Noi until you land. 

Q: What are the differences between the different 
ways of flying? 

A: HURRICANE WINDS can be used only to fly 
out of a Clearing, and it must be used on the 
Round after it goes into effect- BROOMSTICK 
can be used to fly in any of ihe ways described 
above and ic can be used any time afier ihe Spell is 
Cast and goes inio effect, but it can be used only 
o nee hefo re i I ex p ires ( i f you a re fl yirig from t i le I o 
tile it expires as soon as you Land; oiherwise ii ex- 
pires at ihe end of ihe encounter or melee step in 
which it is used). The FLYING CARPET can be 
used repeatedly any number of limes, flying and 
landing, as long as it has been activated ihat day. 
Characters who are riding Hying monsters can fly 
repeatedly as they move, but they cannot fly dur- 
i ng com bai > c haraer era who have been turned into 
flying monsters can fly repeatedly during move- 
ment and combat. 



TRANSFORMATIONS AND 
KNCHANTMENTS 

Q: Can characters who have been transformed in- 
to buds, squirrels or frogs Block? Can ihe\ slop 
other characters from running away in combat? 
A: Yes, yes, 

Q: Can frogs, lions and squirrels move from one 
lile to another? 

A: Yes, bui [hey must use the roadways if they 
move from tile to tile. 

Q: If a frog (or squirrel or lion) moves into a 
Clearing without using a roadway, where does he 
go if he runs away during combat that day'.' 
A3 If he is siitl a frog {or etc.) he goes into ihe 
woods in ihe lile. If he has changed back inio a 
character he cannot run away ik-.i day. 
Q: I f a character moves into a Clearing on a road- 
way that vanishes (because [he lile is enchanted 
later Ihat day), where does he go if he runs away 
that day? 

A: He cannot run away if the roadway has 
vanished or has been changed inio a secret passage 
oi bidden p..Llb 1h;U he cannot Um' 
Q: Where does a character go if he runs onto a 
roadway and (he roadway vanishes (because the 
lile is enchanted) before he takes his next turn? 
A: If the roadway vanishes or I urns into a hidden 
path or secret passage that the character cannot 
use, he goes on the woods in ihat lile. 
Q: Whai happens when a character {not a frog, 
ei c, ) i s not on a road way or Cleari ng ai t h e start of 
his lurn — where can he go if he starts his iurn oui 
in the woods? 

A: He must siart his turn by moving back lo the 
Clearing that he ran oui of the previous day— i.e., 
the Last Clearing that he was in. 
O' W'hen a character has been Lurried inio a 
monster (by TRANSFORM or ABSORB 
ESSENCE), does he move from Clearing to 
Clearing automatically like a monster or does he 
record moves like a character? Similarly, when a 
monsi er i s i ra n s formed i n t o a d i f feren I mon s ter i * 
ii treated like what ii really is or like what it has 
been changed into} For example, when a wolf is 
changed i n I o a drago n , is it act ive when t h e wo Ives 
are or when the dragons are? 
A: A transformed character si ill moves Like a 
character (except thai he must KI.Y if he has been 
transformed into a flying monsier). A trans- 
formed monster (or native) acts like whai it really 
is— ihe i ra unformed wolf is active when the 
wolves arc, not when ihe dragons are. 
Q: Can a character who has been turned into a 
monster or animal (by TRANSFORM or AB* 
SGRB ESSENCE) slill use his weapons. Spells 
and combai counters? 

A: No. he can carry items (subject io the 
monster/ animal's carrying capacity) but ihey 
ntusc be inactivated, and he must use ihe 
monsier/animal's combat values. 



CAMPAIGN < OL'NTKRS 
tj: There are only six campaign /mission/visitor 
counters lo place in the seven boxes on ihe AP- 
PEARANCE CHART. Which bos is left empty? 

A: That varies from game to game, depending on 
where the players place ihe eouniers. The player 
who places a counter can place it in any empty 
box; ihe box that is Icfi when all six counters have 
been placed remains empty for that game. 
t}: Whai is the reward for successfully completing 
a campaign? 

A: There is no reward (excepi for not having to 
pay the campaign cost again). The only benefit 
you get for taking a campaign counter is ihe 
power you gei by having all those allies. 
Q: Can a character have one of his hired leaders 
deliver a mission counter? 

A: Noi unless optional rule 5.5 is being used, 
because withoui that rule the Leader cannoi record 
ihe gold he would be paid for ihe delivery r 
Q : Wh ere does a m issio n o r cam paig n cou n ter go 
when I he moni h end s or t h e cha raci er ca rry i n g i t is 
killed? 

A ; Th e cou n te r is placed i n I he Clea ri ng where t he 
character is located (and [he counter is turned 
over if i[ is the end of the month). Characters can 
pK-k up such counter wht:ri [!u'\ .in' mission oi 
campaign side up: if a character picks up a mis- 
sion he determines where he is going and 
calculates his reward all over again, starling from 
the Clearing where he picks up his counter. 
Q: Can a hired leader pick up a campaign or mis- 
sion counicr for his owner? 
A: Yes. Ic i ravels with ihe leader, who can give n 
to his owner when they are in ihe same Clearing, 
but it counts as belonging to the owner — so the 
leader could not sake a campaign if his owner (or 
any of ihe owner's other hired leaders) already 
had a campaign ihat month. 



CONTEST NO. 92 

It is the Combat Portion of the day in a game of MAGIC REALM md 
four characters— the While Knight, Black Knight, Berserker and Swords- 
man — are battling a Tremendous Troll, a Tremendous Dragon, one goblin 
with a spear, one goblin with a sword, one Rogue with a bow and the 'B5' 
Bashkar without a horse (assume the Rogues are battling all of the 
characters). The question is: how can the characters coordinate their plays 
to kill all of the monsters and Rogues without having any of the characters 
killed in the process? 

THE SITU A TION: The characters have all of their listed fourth-stage 
equipment and counters (no Spells) and nothing else. It is the start of the 
first Round of Combai and all of their weapons arc unready. The Berserker 
is not Berserk. 

OPTIONAL RULES: Optional rules 2.1 Weapon Times, 2.3 Armor 
bonus, 2.6 Weapon Length, 3,1 Armored Monsters and 3.2 Heads and 
Clubs are all in effect. 

THE PROBLEM: Specify each character's play for the first Round on 
the chart below, and we will assume you know the continuation lhal will 
eventually kill all of the monsters. You must specify the attackers each 
character takes onto his sheet, the target he attacks (whether on his own 
sheet or another's), the TIGHT counter he plays and the direction he plays 
it in and the MOVE counter he plays and the direction he plays it in; you 
must also specify where the Black Knight plays his shield. 

LUCK: Always assume the worst possible die rolls when assigning at- 
tacking non-characters io their directions, when rolling for changing tac- 
tics and when rolling for the archer's MISSILE attack. Exception: You 
may assume that sometime during ihe first five Rounds of Combat the 
Troll will roll CHARGE/THRUST, but you do not know exactly when 
(hint: this is so you can eventually match directions with him). 
THE MONSTERS: 



THE CHART: 


White 
Knight 


Berserker 


Swordsman 


Black 
Knight 


Altackers: 










Target: 










Attack: 
FIGHT and 

direction 










Maneuver: 
MOVE and 
direction 
















Shield 
direction: 





Ten winning entries will receive certificates redeemable for free AH 
merchandise. To be valid an entry must be received prior to the mailing of 
the next GENERA l. and include a numerical rating for the issue as a whole 
as well as list the best 3 articles. The solution will be announced in the next 
issue and the win iters in the following issue. 



Issue as a W hole . , . ( Rate from 1 lo 10, with 1 equating excellent, ID = terrible) 



ADDRESS,.. 
CITY 



THE GENERAL 



HITS AND MISSES 

To see whether an attack hits, compare the weapon and 
FIGHT counter played by the attacker 1 to the MOVE 
counter (or horse) played by his targets Cross-index the col- 
umn naming [he FIGHT's direction with the row that 
names the MOVE'S direction and that describes how their 
times compare to sec if the attack hits or misses. 
Which 



counter 

has the lowest 

time 

number? 1 

Fight/ we- 
apon' 



Direct ion of FIGHT 



Direction 
of MOVE 



Thrust 



Swing 



Smash 



HIT 

HIT 

MISS 

MISS 



HIT 

MISS 

HIT 

MISS 
HIT 



HIT 

MISS 

MISS 

HIT 
HIT 



Move/horse .CHARGE 

or the J DODGE 

times tie ' DUCK 

no MOVE/horse is played HIT 

Each attack that is a MISS is removed and its weapon is 
turned ready side up. Each attack that is a HIT is left to be 

resolved later; its weapon will be turned unready side up at 
the end of the Round, 

1. If the attacker is a monster or native his attack lime and red box 
determine the time and direction of his attack. 

2. If the target is a monster or native his move time and red box 
determine the time and direction of his maneuver. If a target native 
plays a horse the horse's time and red box are used instead of the 
native's, 

3. If the attacking weapon shows a time number use the weapon's 
time number instead of [he FIGHT counter's number. (Use only if 
Weapon Times rule is being used,) 



TRANSFORMATIONS 




Th 


s chart indicates what colors of magic are created 


when 


MAGIC counters are 


transformed 


MAGIC When Transformed 


MAGIC/color needed 


.'__ 


it becomes: 


to enchant any tile: 


1 


WHITE 


1 and WHITE 


II 


GREY 


II and GREY 


111 


GOLD 


111 and GOLD 


[V 


PURPLE' 


IV and PURPLE 


V 


BLACK 


Vand BLACK 


VI 


(not allowed) 


(not allowed) 


V[] 


(not allowed) 


(not allowed) 


VIII 


(not allowed) 


(not allowed) 



DWELLINGS AND GHOSTS 



Warning 
Counter 



Dwelling 
Ghosts 



Garrison 



STINK V INN Rogues 

SMOKE V HOUSE Soldiers 

DANKV CHAPF.l. Order 

RUINS V GUARD POST Guard 

BONES V two ghosts 

STINK W LCAMPFIRE 

SMOKE W' SCAMPF1RE 

Dwellings and ghosts arc always placed in [he highest numbered 
Clearing that connect hack lu the BORDERLAND. 
Notes: 

1. These counters are turned up at the starl of Ihc game. 

2. These counters arc left down until they are turned up during play. 



VISITORS 




This chan indicates the items for which the visitors will 


pay extra gold. 


Visitor 




counter: 


Pays 20 cold for: Pays 50 gold f Of: 


Scholar 


All artifacts All Spell Books 


Shaman 


Glimmering Ring Scroll of Nature 


Crone 


Beast Pipes Black Book 


Warlock 


Enchanters Skull Book of Lore, Scroll of 




Alchemy 





Mission 




™— 


f 


counter: 


Clearing where 









pkked up: 


Desti nations: 


Escort Party 


A l Chapel 


Guard post 


7. 




Anywhere except 






Chapel 


Chapel 




Food /Ale 


Ac Inn 
Anywhere except 


House 






Inn 


Inn 



LIST OF MONSTERS 








This list summarizes 


the 


values and attributes of each monster. 




Monster: 




Value: 


Vulnerability: 


Special: 


T. Flying Dragon 




IS 


Tremendous (armored) 


has 'head' counter 


(Head of) 




— 


(cannot be attacked) 


attacks separately 1 


T. Dragon 




12 


Tremendous (armored) 


has 'head' counter 


(Head of) 




— 


(cannot be attacked) 


attacks separately 1 


Giant 




10 


Tremendous 


has 'club' counter 


(Club of) 




— 


(cannot be attacked) 


attacks separately 1 


Octopus 




10 


Tremendous 


— 


T. Spider 




g 


Tremendous 


— 


T. Troll 




10 


Tremendous (armored) 


— 


T. Serpent 




10 


Tremendous (armored) 


— 


Demon 




10 


Tremendous 


POWER OF PIT attack 1 


Winged Demon 




10 


Tremendous 


POWER OF PIT attack' 


Dragon 




6 


Heavy (armored) 


— 


Flying Dragon 




6 


Heavy (armored) 


— 


Spider 




4 


Heavy 


— 


Troll 




(- 


Heavy (armored) 


— 


Serpent 




6 


Heavy (armored) 


— 


Giant Bat 




4 


Heavy 


— 


Ghost 




I 


Medium 


stays in same Clearing 


Imp 




2 


Medium 


CURSE attack' 


Goblin 




1 


Medium 


blank spearcarriers don't at- 
tack 1 


Wolf 




1 


Medium 


— 


Viper 




2 


Medium (armored) 


— 


Ogre 




1 


Medium 


— 


Notes: 










L. The head or club must attack 


the same target that 


the body attacks, but it must attack from a different direction. 


2. When the monster's attack hits while the monster counter's red side is down, the attack 


is resolved by rolling on the indicated Spell 


Table, 










3. Goblins carrying spears 


do not attack when they are pink side up. 





LIST OF NATIVES 

This list summarizes the natives and indicates the composition of each native group. 



Native: 



Value; 



Knight 
Great 

Swordsman 

Pikeman 

Short 

Swordsman 

Crossbowman 

Archer 

Lancer 

Raider 

Swordsman 

G. Axeman 

Assassin 



Vulnerability: 


Weapon: 


T re mend (armor) 


B. sword 


Heavy (armor) 


G. sword 


Medium (armor) 


Spear 


Medium (armor) 


S. sword 


Medium (armor) 


Crossbow 


Medium 


M. bow 


[.ighi 


Spear 


Light 


S, sword 


Medium 


T. sword 


Heavy 


G. Axe 


Medium 


S. sword 



Natives Per Group; 

R: S: O: G; C: W: P: L: B: 



- 1 — 3 1 — — — — 

— 2 — — 3 ____ 

1 — — — 2 — 3 — — 

_______ 4 — 

2 ___ _ 

2 



Total Natives in Group: 
Total Value of Group: 



8 4 4 3 7 3 3 4 6 
16 10 32 12 16 6 6 S 12 



CAMPAIGNS 














This chart lists the cost, allies 


and enemies for 


each campaign counter. 








Campaign 














Counters: 












COSTS: 


OUKST 


PILLAGE 


RAID 


WAR 


REVOLT 


CONQUEST 


20 Not. 


5 FAME 


10 FAME 


10 FAME 


40 Not, 


46 Not. 










10 Not, 






ALLIES: 


ORDER 


BASHKARS 


LANCERS 


SOLDIERS 


LANCERS 


SOLDIERS 








WOOD FOLK 


GUARD 
PATROL 


WOODFOLK 

BASHKARS 

ROGUES 


GUARD 

PATROL 

COMPANY 


ENEMIES: 


Dragons 


PATROL 


BASHKARS 


COMPANY 


SOLDIERS 


LANCERS 






SOLDIERS 


ROGUES 


BASHKARS 
ROGUES 


GUARD 
PA 1 KOI 
ROGUES 


WOODFOLK 

BASHKARS 

COMPANY 



THE GENERAL 



MONTHLY SEASONS 



TABLES OF SEASONS 



CAMPAIGN COUNTERS clkar 



WEATHER 

SHOWERS STORM 



SPKCIAI 



] . C H R 1 STM 1 AS : L t$h t jnfl «■- x wtrts across thr frozen forth 


DWELLINGS. 


'fold' 


"Flurries' 


'Snowstorm' 


'lo Winds' 


7th Day; WHITE Magic 


FOOD.' ALE ai INN (mission to CHAPEL* 


normal 


5 days 


4 davs 


normal 


Mounlams: 3 ;- !■■ ..i >.-:: - lo ■:■/:■,■ 


SOXES. 




4 phases 'day 


} phaseVday 


fatigue ! * 'day 




QUEST on SHRINE' 




(I bonus phase in 


(2 bonus phages in 






SHAMAN on "ALTAR" 




caves, Dwellings) 


caves, Dwellings) 






SCHOLAR on PATROL' 























1. ICE : Ice-crusted sno w underfoot and still, frigid a 
Tlk Day: Black Magic 
Mountains i phases io emer 



J, SNOW: D*?p drifting snow blankets the wtjrld 
7lh Day: PLRPt.t Mlgic 
Mountains: 4 phases to enter 



4. LAS 1 1- R: .VrXjinj? snows and laie blizzards 
7th Day: »W 71 Magic 
Mountains: J phases to enter 



5. FRESHET: Hooding and m ud as sno n-i melt and cold rains run off 
7lh Day: GRiTMagic 
Moun tains: I phase* to enter 



6. SPRING: Sprouts and blossoms bloom in milder weather 
"ill l>.n (,(M J1M.uk 
Mountains: 2 phases to enter 



7, MIDSUMMER: Futh green tree* in long, numy davs 
l\h Day: All colors tsccpt rVHI Tt 

Mountains: 2 phases 10 emer 



J. HIGH SUMMER; Hot, dear days 
Till Day: COLt) Magic 

Mountains: 2 phases It] enter 



9. SWELTER: Vtrv hot. humid and still air 
7lh Day: PUttPLi Magic 

Mountains: 2 phases to enter 




10. HARVEST: Golden fields Oj ripening crops 
7lh Day: GKErMtfk 
Mounlains: 2 phases In enler 



It. AUTUMN: Brightly colored leaves on frosty mornings 
7th Day: PURPLE Magic 

Mountains: 2 phases io entrr 



12. HAt LOWEEN: Dead leaves bin wing in long, cold nights 
7<h Day: A If colors 
Mounlains: 2 phases Id enler 



nut 1 1 i\t;\ 

fOOD/ALE at INN (mission to GUARDHOUSE! 

ESCORT PARTY at CHAPE1 (mission lo 1NNI 

SOXES: 

SCHOLAR on 'PATROL 1 

CRONE on BASHl ARS 1 

CON TINUING ( A MPA It i\S: 

OUEST on SHRINE' bos 

DUELLINGS: 

FOOD/ ALE al INN (mission to HOUSE! 
BOXES: 

ESCORT PAR IT on 'COMPANY' (mission io CHAPELI 
SCHOLAR on PATROL" (mission 10 L CAMPFTREj 
CRONE on BASHKARS' 
CONTINUING CAMPAIGNS: 
QU EST on SHRINE' box 
DWELLINGS: 

KX>I) AIT: ai JS"s (mis-mil to ([( AF't.l 1 
BOXES; 

WAR on 'PATROL- 
SHAMAN on 'ALTAR' 
SCHOLAR on 'LANCERS' 
CRONE on BASHKARS' 
( TIN TINUING CA MPA IONS: 
QUEST on 'SHRINE' bos 
DWELLINGS: 



'Cold* 


"lee Storm' 


'Snowstorm' 


"1 rigid Air 1 


normal 


4 (lavs 


4 days 


mal 




4 phase 1 . ■'day 


3 phase s ■■ day 


fatigue J * 




(2 bonus phases in 


[2 bonus phases in 






caret, Dwel lings} 


caves. Dwellings! 





'Snowxlrifl s' 
5 days 

4 phases.'day 
(I bonus phase in 
caves. Duellings) 



'Cool- 
normal 



ESCORT PARTY al CHAPEL (mission to GUARDHOUSE) 

BOXES: 

ENCHANTER on -COMPANY' (mission io CRAGD 

SCHOLAR tin 'LANCERS' (mission to INNP 

REYOI Ton'WOODEOI K' 

CRONE on 'BASHKARS' 

CONTINUING CAMPAIGNS: 

WAR al GUARDHOUSE. 

IOC A TIONS: 

ENCHANTER at CRAC.-I 

BOXES: 

ESCORT PARTY on 'LANCERS' (mission to OUARDHOUSE) 

SCHOLAR on 'PATROL' (mission IO CUARDHOUSEI 

CRONE on 'BASHKARS 1 (mission to SHRINE] 

CONTINUING CAMPAIGNS: 

WAR at GUARDHOUSE 

REVOLT on W'OODFOl K' boi 

i.OC-47YO.VS. 

ENCHANTER on CRACj-1 

BOXES: 

PILLAGE on BASHKARS' 
CONQLIEST on PATROL' 
SHAMAN on 'ALTAR' 
CRONE on 'SHRINE' 
CONTINUING CAMPAIGNS: 

REVOLT on 'WOODFOLK' box 

LOCATIONS: 

ENCHANTER on CRAG- 1 

BOXES: 

RAID on LANCERS' 

SHAMAN on ALTAR' 

( (J.V7\< /M. ( A.\IPAH.\S. 

CONQUEST al GUARDHOUSE 

PILLAGE on BASHKARS' box 

REVOLT on 'W'OODFOt K' bos 

LOCATIONS: 

ENCHANTER al CRAC-I 

BOXES: 

SHAMAN on -ALTAR' 

SCHOLAR on -PATROL 1 

CONTINUING CA MPA IONS: 

CONQUEST at GUARDHOUSE 

REVOLT oh WOODFOLK' box 

RAlDoh 'LANCERS' box 



'Cool' 

normal 



■Sl«t* 
5 days 

$ phasev day 
I bonus phase in 
saves. Dwellings) 



'Showers' 

* A lI > - 

4 phahcsday 

<l bonus phase m 

caves, Dwellings.) 



.S" days 

S. f Il.n-.i-'-. ■ J;nv 



■Snyw-storm" 

4 days 

J phases/ day 

{2 bonus phases in 
caves. Dwelling i 



■ ISh.'/.Md 

2 days 

2 phases' day 

(4 bonus phases ill 

L-ases, Dwellings i 






'SnowuoTm' "Son Ground 1 

4 dan normal 

} phaseh'day t-anmn HIDE 

{1 bonus phases in 

caves, Dw-cl lings) 



Rain' 'Flooding' 

4 days 3 days 

6 phases- 1 day 6 phases/day 




'Warm 


'Shower - 


'Rain' 


Beauiirul' 


normal 


ftdays 


6 days 


7 days 




? pluiNC". das 


4 ph^es das 


5 phases- day 




'Showers' 
normal 



"Soft Ram' 

alurmal 



'NiUsand Berries' 

7 days 

* phases das 



'Warm' 


"Showers' 


■Rain' 


"Heal Wave' 


normal 


normal 


S days 

f phases Jay 


normal 

{Woods Ctoarrfljc-s "i/yJ 



■Hot' 

5 days 

4 phases/day 
(1 bonus phase in 


'Showers' 
normal 


'Thunderslurm' 

7 days 

.1 phueVtUy 


"Lightning Siorm" 

normal 

wound 4 coufiirrs/do* 

(Mountain CifaringS uniy) 


caveA, mountains 









LOCATIONS: 

ENCHANTER oh CRAC-I (mission 10 INN) 
BOXES: 

ESCORT PARTY on 'PATROL' (mission lo GUARDHOUSE) 
CONTINUING CAMPAIGNS; 
CONQUEST at GUARDHOUSE 
REVOL I on 'WOODFOLK' hoj 
RAID on LANCERS' boa 
PILLAGE tin 'BASHKARS' bos 
DWELLINGS: 

ESCORT PARTY at OUARDHOUSE (mission lo S CAMPF1E1 IJI 
FOOD.' ALE, ai HOUSE (mission lo INNI 
BOXLS; 

CRONE on 'COMPANY' (mission In SHR1N11 
CONTINUING CAMPAIGNS: 
REVOLT on 'WOODFOLK' box 
PILLAGE on BASHKARS' boi 
'LOCATIONS; 
ENCHANTER al CRAG I 
BOXES: 

SHAMAN on 'ALTAR' 
CRONE on SHRINE 1 
QUEST on PATROL 1 
' TJ.\ TIN VING CA MPA IONS: 
PILLAGE on 'BASHKARS' box 



'Warm' 


'Showers' 


•Rain 1 


'Ripening' 


7 days 


normal 


7 days 


7 days 


? phaseR^day 




3 phases/day 


5 phages day 



'Cool' 


"Showers' 


'Cold Ram' 


'Autumn Summer' 


normal 


normal 


1 days 


7 days 






3 phases.-' day 


? phases ''day 



Cold 

normal 



"Cold Showers' 
7 days 

1 phases/day 



"Cold Rain' 
7 days 

1 phases /day 



'Autumn Summer' 
7 days 

^ phases ''day 

'Blowing Leaves' 

normal 
cannot PEER 



13. DESOLATE: Coid rami ttn barren trtei and ground 


BOXES: 


■Cold' 


^Flurries" 


'Freezing Rain* 


"tarty Snow' 


fth Dayi GXEYMatfc 


SHAMAN on ALTAR' 


normal 


5 days 


7 days 


normal 


Mountains: 2 phases io enter 


CRONE on SHRINE' 




4 phaseVday 


1 phases/dav 


iarinttl HIDt 




CQNTItoUt&G CAMPAIGNS; 
QUEST on PATROL' bos 




U bonus phase in 
caves, Dwellings* 







